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SUBSCRIPTIONS! 


Our magazine is a hit! Issue #1 skyrocketed to the top of MagCloud’s 
sales chart with thousands of copies sold, quickly taking command of 
the site's #1 Most Popular position and not letting it go - it has become 
the best-selling single issue in MagCloud’s history. Wow! Thanks so 
much to all of you who supported our debut! And now, thanks to that 
incredibly positive reception to Issue #1, full subscriptions are at last 
available! If you haven’t already done so, you can go online right now 
and set yourself up to receive an entire year’s worth of issues — either 
delivered to your door, or digitally, or both. Here are your options: 


AWAKENING 


DIGITAL PRINT DIGITAL 
$19.99 $29.99 + PRINT 
$39.99 


We're excited to be able to offer subscriptions at such an affordable 
rate (especially since Issue #1 was certainly pricey at $18 + shipping by 
itself). Now, print issues can be in your hands for $5 apiece, shipping 
included. Subscriptions are available all across the globe, too, for just 
$5 more in Canada or $10 more anywhere else on the planet. Not bad! 
So, if you haven't already, become a subscriber, won't you? 


Visit NintendoForceMagazine.com and click Subscribe! 
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? Inbox 


A Celebration of Sequels 


Welcome to our second issue! We've been over- 
whelmed by the positive response we've received 
so far, and taken even more aback by the great 
number of sales racked up by our debut issue just 
over the last few months. It’s been incredible! And 
the question we've had to ask ourselves in the 
wake of that success is, "What do we do next?" 

Well, in the video game industry, that's a 
question that's asked all the time. When a game 
succeeds, talk turns quickly to making a sequel. 
And the new games that have resulted - those that 
have been crafted to follow up other, prior hits - 
have often surpassed their predecessors. 

So it was with that in mind that we set out to 
create our own sequel, Issue #2, and we feel it's 
only fitting that this issue's theme be A 
Celebration of Sequels. We're tackling the theme 
of 2s in several ways, too. 

First, our lead feature "From 1 to 2: The 
Challenge of Sequel-Making" examines the diffi- 
culties developers face in the wake of a success. It 
looks at all the many ways sequels have been 
approached over the years, from direct, 
numbered sequels to prequels, from remakes to 
side stories and spin-offs. Next, several high- 
profile sequels get the review treatment, from 
Castlevania: Lords of Shadow - Mirror of Fate to 
our cover game, Luigi's Mansion: Dark Moon. And 
speaking of Luigi, we look back on his now 30-year 
career - since Nintendo's declared 2013 to be "The 
Year of Luigi," and he's about to hit his 30th 
birthday. (That's a lot of sequels.) 

All that and much, much more is here 
for you in Issue #2. So please enjoy 
our sequel! 


LUCAS M. TMOMAS, EDITOR-IN-CHIEF 
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UTE 


ISSUE #1: 
JANUARY/ 
FEBRUARY 2013 


Hopefully you took the 
advice of our 9.0 review 
and have been playing 
Fire Emblem: Awakening 
these past few months - 
but then, there’s a good 
chance you did, since it’s 
quickly become a best- 
seller for Nintendo. Both 
at retail and digitally, 
fans are flocking to 
experience its strategy, 
action, humor and odd 
romantic pairings. Don’t 
miss it! 


McFly Theory 


Hi Nintendo Force! | was just wonder- 
ing what are your thoughts on 
Nintendo struggling with the Wii U. 
Many people have doubts, how do you 
guys stay optimistic about it? — 
HUNTER GINN 

It’s really quite simple: The Wii U 
uses your hands, but in Back to the 
Future Part 11, they said using your 
hands was for babies. That film 
also showed us a world of flying 
cars, Jaws 19, Pepsi Perfect and 
hoverboards. Since we don’t have 
any of that yet (though part of this 
is how optimistic you are about 
catching up in two years), we can 
safely (and somewhat sadly) 
conclude that Back to the Future 
Part Il is wrong, and that’s why the 
Wii U will be okay. 


A Side of Samus 


When will the world get to play а new 
side-scrolling platformer Metroid? 
The facts are, that style is what made 
the franchise into what it is today 
and you could no doubt make a beau- 
tiful one with the tech now. I’m not 
alone on this ... | assure you. – 
SCOTTY HOEK 

My dream is to play a 2D side- 
scrolling Metroid that looks just 
like the box/manual art from Super 
Metroid. No joke, that really is my 
dream. 

In all honesty, Metroid’s next 
direction is up in the air right now. 
After Other M’s poor reception, any 
approach for the next sequel seems 
feasible. 3D, 2D. Anything goes! 


To Talk or Not 


My question is this. When playing 
JRPGs, do you prefer a silent protago- 
nist (like Crono, Isaac, most Dragon 
Quest heroes, etc.) or do you prefer a 
character with dialogue like the unit 
you make in Fire Emblem: 
Awakening? - LEOSMASHROYALE 
Both are great, but while games 
like Fire Emblem provide some 
great dialogue, there’s nothing 
quite like making silent characters 
"say" ridiculous things yourself! 


Mario RPG 3D? 


It has been quite a long time since the 
original Super Mario RPG: Legend Of 
The Seven Stars was made for the 
SNES. Do you guys think that a true 
sequel to this classic should be 
created for 3DS? Or should the 
original be remade? - [3DSLUIGI] 
Super Mario RPG was great, and I'd 
love to see a remake. As for follow- 
ups, I’ve been rather happy with 
Mario & Luigi and Paper Mario. 
Another PM of The Thousand Year 
Door's caliber, that’s what I'd 
really love to see! Wouldn't you 
agree, Silent Protagonist Mario? 

"Oh yeah, that's-a right! You're 
so smart, and you make the best 
pasta, too!" 

See what I mean, Leo? 


Zip and Zilch 


What is the most anticipated Wii U 
game to be released in 2013 by the 
staff? - JUSTIN CLEARY 

We're not currently working on any. 


Envelope Art 


Simple Answer 


Hello everyone! What's your favou- 
rite game from each of the 11 
Nintendo Consoles? - BRYAN PAUL 
WALLIS 

Balloon Fight. 


The Next Link 


What do you think would be the best 
route to take in making a new Zelda 
game for 3DS? I'm hoping for a new 
3D title, akin to the style of Ocarina 
of Time, but I’m also open to some- 
thing completely new. What do you 
guys wish for the upcoming title? 
- JOEY ZIEMNIAK 
І was going to say "Link's 
Crossbow Training 3D," but for 
some reason, everyone else here 
is giving me this dirty look... 
Actually, besides a Majora's 
Mask remake like Ocarina of Time 
3D, Pd love to see a new game in 
the style of The Adventure of Link 
... updated to avoid those issues 
which irked people in the original, 
of course. 


Proper Diet 


Why is Reggie so tall? - NATHAN 
ELDRIDGE 

Remember in Super Mario Bros. 2, 
how thrown vegetables would just 
fall off the screen? Guess who was 
waiting down there, eating them 
as they came. 


Raymania 

The internet community had a mini- 
meltdown after hearing that Rayman 
Legends would no longer be a Wii U 
exclusive. To top it off, the game 
would be delayed several months to 
launch alongside the PS3 and Xbox 
360 launches. Personally, | don't 
mind losing an exclusive, but the 
delay (within weeks of launch) was a 
bit distasteful, in my opinion. How 
did the staff react? - CURTIS FELTS 
We attempted to do right by hiring 
an assassin, but that quickly 
backfired once we remembered 
who makes their games. So we 
just quit while we were ahead 
(and still had ours). 


Apokepologize! 


Three-in-One 


Do you think Nintendo will ever 
create a new successful first-party 
franchise aside from Mario, Zelda 
and the like? Also, how do you feel 
about Nintendo putting out DLC for 
its titles? Do you suppose we would 
ever see something like DLC 
mansions for Dark Moon? - RANDY 
KWOK 

1) Wii Sports was pretty success- 
ful, and more recently they seem 
to have had some luck with new 
eShop IPs like Pushmo and 
Dillon’s Rolling Western - enough 
to warrant sequels, at the very 
least. 2) They seem to be doing 
well with it so far. 3) We can hope! 
Maybe they'll find a way to add 
Daisy in a Ghostbuster-styled suit. 


Gyromaybe 

Am I the only person hoping for a 
Gyromite sequel? - N.NEFF 

Nope! But for now, I'm just hoping 
they eventually bring R.O.B. back 
to Mario Kart. 


Lucas M. Thomas, | know you can read this. | am writing on behalf of the 
thousands of Dunsparce fans across the world, all no doubt furious in wake of 
your recent insults against our idol. These blasphemous statements will not be 
tolerated. The real "evolution of the series" that X and Y promises is, in actuality, 
Dunsparce's. And once it happens, you'll be sorry. We are giving you a chance to 
apologize, to retract your fictitious statements. | suggest you do so. 


- TYSONOFTIME 
Dunsparce has fans? 


- LEVI MAGNUS 


INBOX 


DON'T ANGER 


THE OX 


Why doesn't Yoshi get enough credit? 
We've seen throughout the story of 
the Mushroom Kingdom that Yoshi 
did kind of raise Mario, as we see in 
Yoshi's Island for DS. 

Yoshi had a pretty major role in 
Mario's life and yet, the man in the 
red cap takes the spotlight entirely 
too much. Add on top of that the fact 
that Mario has very deliberately 
thrown the faithful dino into bottom- 
less pits. (Which comes to light much 
better in Matthew Taranto's Brawl in 
the Family #265.) 

1 guess what I'm really getting at 
is why is Mario such jerk to the one 
who raised him? - ZAVIER J. ORTIZ 
Fun Fact: There are tons of differ- 
ent Yoshis out there, and, as it 
happens, the one who raised 
Mario is the only one he hasn't 
dumped into a pit. 

Alternate Answer: Mario may 
dump Yoshi into the pit, but ask 
yourself: Who controls Mario? 
He's too nice a guy to raise a fuss 
over it, but deep down inside, he's 
really disappointed in some of the 
things people make him do. 
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In our last issue, we ran an article called "A Question 
of Restoration" that discussed the usage of Restore 
Points while playing the Virtual Console versions of 
classic games. We asked "Is a victory valid in these 
old games if you utilize this new feature? Or should 
you have to earn the credits sequence the old- 
fashioned way?" Here’s how our readers responded. 


Reader Responses 


I think they're a good way to be able 
to finish a difficult game if you're 
having difficulty with a certain part 
and lose all of your prior progress 
(stuff that you could've spent hours or 
even days on), however it's much 
more rewarding if you finish them 
without the Restore Points. (Especially 
if you finished them on the original 
systems and didn't have the option. 
:D) - SUSAN MILLS 


Kind of depends on the game, frankly. 
| mean, some games are stupidly, 
horribly hard even with Restore 
Points. - DOUG SKILES 


My main problem with Zelda II in par- 
ticular was the fact that experience, 
once gained, could be lost. | consider 
this aspect of its gameplay to be less 
"difficult" and more ... broken. The use 
of Restore Points fixes a broken aspect 
of the game, in my eyes, and makes 
the overall experience Zelda II 
provides a much more enjoyable one. 

In my twenty plus years of gaming, 
I've never been able to finish Zelda ІІ 
because of its more ... frustrating 
aspects. With the aid of Restore 
Points, | may one day see those credits 
roll. 

Part of using Restore Points effec- 
tively is to know when you need them 
and know when it's just ... cheap. | use 
them when the more dated aspects of 
old-school gaming become a hin- 
drance, not to make things easy for 
myself. - JONATHAN HIGGINS 
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I'm not a kid with endless free time 
anymore. With the limited gaming 
time that I have, I have no problem 
with restore points. | figure if | made it 
to a certain point once, | can surely 
make it to that point again. Why not 
take advantage of just freezing my 
game at a certain moment that I've 
already reached, and keep trying to 
push forward? - JODY ANTHONY 
CORNELIUS 


Not gonna lie, | totally use them. As a 
personal rule, | only use them 
between levels or in the place of 
remembering a password, so no mid- 
mission death-dodging for me! - 
LIAM ALLEN-MILLER 


| have broken a few controllers in my 
30 years of gaming experience due to 
frustration. When | play a game | want 
to experience fun. Restore Points can 
help eliminate some of the frustration 
and help players enjoy more of the 
game. 

I myself am not a competitive 
gamer, so if | use 100 Restore Points 
to finish a game, | don't care. I’m not 
trying to prove my skills to anyone, 
just trying to enjoy the game. | am 
starting to appreciate the accessibility 
options developers add into games as 
| get older. - JASON SMITH 


As an adult with little time, | appreci- 
ate the save points, but for legitimate 
retro victory, | would say no save 
points allowed. - BENJI ROBINSON 


CONTACT INFO 


GENERAL QUESTIONS: forcefeedback@nintendoforcemagazine.com 

LETTERS & FAN ART: inbox@nintendoforcemagazine.com 

COMMUNITY SECTION: community@nintendoforcemagazine.com 

SUBSCRIPTION ADDRESS CHANGES: addresschange@nintendoforcemagazine.com 
EDITOR-IN-CHIEF: lucasmthomas@nintendoforcemagazine.com 


| definitely use them. І mean, yes, it’s 
basically save states. But there are 
games | have never finished before 
that | am only able to because the 
Restore Points let me learn how to get 
through the games, without giving 
into frustration. There will be many 
points where you'll make a stupid 
move, after all, and feel cheated out of 
your experience - so why not have the 
Restore Points to help you out? As a 
result, I've been able to beat both 
Mario Land games and Super Mario 
Brothers, which have been depress- 
ingly out of my grasp to ever finish, to 
my eternal shame. Next I'll be doing 
the NES Legend of Zelda games, as 
well! The Restore Points motivate me 
to finish these games, and I'm happy 
for their existence because of that. — 
LAUREN BARKAUSKAS 


The only time | would use restore 
points in the VC was when | was 
playing Super Mario Bros. It was fun to 
save right before the fight with 
Bowser and repeat the sequence of 
beating him. - DARIUS FARAJI 


When | first beat Link's Awakening 
10096 | wanted to create a Restore 
Point of the ending screen to show 
that | beat the game. Instead of 
tapping "Create Restore Point" I 
pressed "Load Restore Point" which 
loaded a point that | made before the 
second dungeon, causing me to lose 
everything. Be careful! - RICKY 
GOODE 


When it comes to old, and particularly 
difficult, games | welcome Restore 
Points. It’s not that the games are too 
hard, but with the amount of great 
games that demand my attention 
these days and life in general | just 
don’t have the time to muscle through 
the amount of retreading that old 
games demand. Sometimes I'll try to 
tackle them straight on, but until my 
HUGE backlog of games is caught up, 
it's Restore Points for me. - GLEN 
JOYNER 


Yes, | use Restore Points. But | do feel 
that they sap the difficulty out of 
games released decades ago. | under- 
stand the reasoning behind it; players 
should be able to experience the 
game and avoid a ton of frustration, 
which is a good idea in theory. But 
using Restore Points does take away 
the rewarding feeling one gets after 
completing a game using only his/her 
skills. - MAX MARRINER 


If you don't want to use them, don't 
use them, but there's no reason they 
shouldn't be there. Making games 
accessible does not make games easy. 
If somebody wants to be able to brag 
that they got through Ninja Gaiden 
NES without Restore Points, that's 
cool, but that's no reason to lock the 
content away from people who can't/ 
don't want to. More people experienc- 
ing more games - better for everyone. 
- ERIC LESLIE 
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In the wake of Sylveon's reveal 
as the newest Eeveelution, it 
seems only appropriate to ask: 
Which Eeveelution is the best? 
UMBREON 


Umbreon: 21% | Espeon: 19% | Vaporeon: 18% | 
Jolteon: 16% | Leafeon: 7% | Glaceon: 6% | 
Flareon: 5% | Eevee Itself: 5% | Sylveon: 3% 


< 


Poll Position 


Which starter will you pick in 
Pokémon X and Y? 
FENNEKIN 


Fennekin: 44% | Froakie: 34% | Chespin: 22% 


Now that we're entering Generation VI, 
there are enough starters to assemble entire 
teams of just one type. Which team would win in 

a three-way free-for-fall? 


THE WATER STARTERS: 
SQUIRTLE, TOTODILE, 
MUDKIP, PIPLUP, OSHAWOTT 
AND FROAKIE 


Water: 50% | Fire: 32% | Grass: 18% 


M F ET Т H F Our staff has expanded! The 


Force of fans working to bring you 


the best in Nintendo magazine 
coverage has grown by four. 
Say hello to our newcomers! 

Brett Martin 

The proud owner of the world's largest collection of 

video game-related memorabilia - seriously, he's got 


the Guinness World Record - Brett Martin leverages 
his massive collection of plush dolls, action figures and 
promotional items for games new and old to fuel his 
website, the Video Game Memorabilia Museum. He 
joins us to take command of Collector's Corner. 


Emily Rogers 

A force to be reckoned in the game development 
scene, Emily Rogers helps to shape the future of 
Nintendo's eShops by providing assistance to 
developers hoping to gain Official Developer 
status with the Big N. When she's not reaching 
out to indie studios, she's been known to write for 
sites online like Not Enough Shaders. 


Lindsey Layne King 

The resident artist for TheSpeedGamers, Lindsey has 
been supporting their charitable gaming marathons 
with unique banners, character art and videos for 
years - anywhere art can be fit that would help their 
efforts succeed more, Lindsey's been there to help. 
Nov, she's here to help too! Check out her unique art 
in our Download section and in her own Comic Break. 


Tony Ponce 


unwilling to let his co-worker Jonathan Holmes have 
all the fun on the Force, Tony Ponce has joined our 
team as well to double our representation from the 
Destructoid community. He's lending us his expertise 
in all things retro to tackle his first assignment, the 
debut of a column called "Then & Now" that evaluates 
how game franchises have changed over time. 
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AVALANCHE OF ANNOUNCEMENTS! 


Iwata blows the lid off the rest of 2013 for both 3DS and Wii U. While wearing a Luigi hat! 


IF YOU STILL had any doubt remaining about 
Nintendo’s commitment to their new "Direct" videos 
as their preferred way to disseminate information to 
the masses, the back-to-back Wii U- and 3DS-focused 
installments in the on-going series of broadcasts 
must have blown your skepticism away. The sheer 
volume of announcements would have been imposing 
in itself, but the magnitude of each news bomb Iwata 
dropped seemed bigger than the last. We'll catalog all 
the major happenings throughout this News section 
and beyond, as the ripples carry on into our 
Previews, Download and Features areas as well. 

But here are the first of the highlights. 

An all-new, original installment in the Legend of 
Zelda series has been confirmed to be in develop- 
ment for the Wii U. That one was kind of a no-brainer, 
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but the game hadn't actually been 10096 pinned 
down since Nintendo first showcased a tech demo of 
what HD Zelda might look like, back at E3 2011. 

Another no-brainer? A Wii U sequel in the Mario 
Kart series is coming. That's a franchise that's hit 
almost all of Nintendo's different systems since its 
introduction, so it was an expected development. 

And a new 3D Mario platformer is in the works — 
it's being handled by the same team responsible for 
Super Mario Galaxy 1 and 2 and Super Mario 3D Land. 
No more details other than that yet, but that's 
enough to get the hype train moving once again. 

Mr. Iwata also donned a Luigi hat to declare that 
2013 will be "The Year of Luigi," a decree that will 
encompass several titles — starting with Luigi's 
Mansion: Dark Moon, of course, but also including the 


newly-announced Mario & Luigi: Dream Team, New 
Super Luigi U and more. (More on those in our 30 
Years of Luigi feature, later on.) 

And there were tons of smaller announcements 
peppered throughout all the heavy-hitters - like the 
fact that a fashion line inspired by Animal Crossing's 
clothing-designing giraffe, Gracie, is 
coming to Style Savvy: Trendsetters. 

But hey, for somebody out there, that 
one was the biggest announcement of 
them all. i 


“So... тапу... 


І” 
announcements. 


- LUCAS 


LOADING... LOADING... 


Nintendo has heard the cries of Wii U gamers fed up with 


long load times between menus — a solution is on the way. 


THE FUTURE IS is here! And the future is also a 
little bit slow, as it happens. Such is the realiza- 
tion of early Wii U adopters who have taken to 
their new consoles and realized that such simple 
tasks as loading a game, launching the Miiverse, 
or even just returning to the Home Menu take 
longer than they have with past Nintendo 
systems, such as the Wii and the Nintendo 3DS - 
some users have even recorded their own videos 
of the laggy launches and posted them online for 
others to bear witness to the woeful waiting. 
Thankfully, a different video posted recently 
promised solutions to the Wii U users' dilemma. 
During January's Nintendo Direct video event, 


President Iwata revealed that there would be two 
major System Updates coming later this year to 
address the long-loading issue. One is planned 
for the Spring, and the other in the Summer. 
Though he didn't get into specifics as to which 
update would handle which issues, Iwata did 
state that the updates will "introduce a wide 
range of functionality." This includes such func- 
tions as adding Virtual Console capabilities (see 
Page 18) as well as, yes, shortening the load 
times players encounter when they attempt to 
navigate the Wii U's various menus and software. 
So it seems a solution is on the way. Though, 
without exact dates announced for the 


updates, we're now in the interesting 
position of having to wait for the fix 
that will keep us from having to 
wait so long. 


"The updates to fix the 
system's speed will be 
most welcome. As it is, 
the Wii U's loading 

times are like commer- " 
cial breaks — too long to 4 
sit through, but too OQ— 
short for a trip to the 
kitchen." - DAVID 


1.0.0U 


Update to Latest System Version 


SAY HELLO TO 
SYLVEON куб КҮ, 


INFORMATION ON POKEMON X and Y 
may have dried up since the pair’s initial 
announcement this past January, but we did 
get a glimpse at another new Pokémon last 
month when Nintendo unveiled Sylveon, the 
latest addition to the Eevee family. Standing at 
just over three feet in height and adorned with 
distinctive swathes of ribbon, Sylveon is the 
sixth new creature introduced in X and Y, 
joining the starting trio of Chespin, Fennekin 
and Froakie, and the legendary 
duo Xerneas and Yveltal, who 
serve as the games’ respective 
mascots. Sylveon is also the first 


new monster directly related to a previous 
Pokémon line, suggesting that other favorites 
from older games may also have some new 
evolutionary strains in the upcoming titles. 
Beyond that, however, there's still much we 
don't know about Sylveon - like what its type 
will be and just how fans will be able to 
acquire it. Speculation has been rampant over 
the former, but perhaps the biggest clue we 
have as to its typing is the word "sylvan" that 
makes up its name, which means "a spirit that 
lives in the woods." But does that point us to 
an established type, or could it be that we're 
getting an all-new, 18th Pokémon type? 


ES 


“We may not know сл it yet, but ПІ 
ylveon." - KEVIN К. 


be saving a spot on my team for 


NEWS 


MiiVERSE MOBILE 


Nintendo's next step with smartphones. 


FUNNY THING, THAT Miiverse. When Nintendo 
first introduced it, a lot of gamers were left 
scratching their heads and wondering "do we 
really need this?" But now that they’ve experi- 
enced it, it’s hard to imagine Nintendo gaming 
without it. But what about those times you're not 
on your Wii U? Thankfully, the Miiverse will soon 
be coming to browsers, then expanding to smart- 
phones through a special app shortly thereafter. 
Miiverse: It’s everywhere you want to be. 


“If they add a way to save and 
share Miiverse pictures/posts as 


well, I'll be all set!.” - DAVID 
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XSEED EXCEEDS EXPECTATIONS 


American localization announcement for Pandora’s Tower shocks us all. 


BACK IN 2011, most people called The Legend of Zelda: Skyward Sword the swansong for the 
Wii — then the arrival of great games like Xenoblade Chronicles, The Last Story and Rhythm 
Heaven Fever throughout 2012 proved that the aging console still had life in it. Fans were ready 
to write it off once again after the Wii U launched last November, assured that nothing else 
notable would debut on the Wii format - but, once again, we were wrong. Xseed Games, the 
company responsible for bringing The Last Story to America last year, announced in January 
that they'd be bringing Pandora's Tower to the 
States as well. That's a huge win for the fans 
who were campaigning for its release, and 
we'll have an interview with them and a full 
review of Pandora's Tower later in this issue. 


“Xseed, you guys 
rock. cx : 


- LUCAS 


Yeah! 


Tons of announcements 


for both 3DS and Wii 


абш 
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PHOTOSYNTHETIC, 


PHOTOGRAPHIC 
The Pikmin take up picture-taking. 


IF WILDLIFE PHOTOGRAPHY is your thing, you'll be 
pleased to hear that Pikmin 3 is set to include a first-person 
photography feature. For better or worse, you will now be 
able to experience the trials and tribulations of your plant- 
like platoon up close, with the ability to share snaps of your 
exploits on Miiverse. Will the power to see your loyal follow- 
ers up close encourage you to empathize and take better 
care of your Pikmin, or will we see Miiverse flooded with 
images of the eponymous sprouts being devoured by the 
dangerous local wildlife? Only time will tell! 


“No fair! David Attenborough 
never had to contend with being 


less than an inch tall!” - ROBERT 


Unyeah... 


Rayman Legends 
£- delayed to September. 


NEWS 


UBISOFT SQUASHES RAYMAN RELEASE 


Just two weeks before its scheduled debut, Wii U’s Legends gets delayed by seven months. 


IT SEEMED TOO good to be true. Following the 
initial launch line-up of the Wii U, pickings were 
looking rather slim until late February, when Rayman 
Legends was scheduled to launch. But after inviting 
everyone to the party with demos on the Wii U eShop 
and physical Wii U kiosks around the continent, and 
only a few weeks before our limbless hero was set to 
take center stage, Ubisoft stepped out from behind 
the curtain and said "No, not yet." 

Instead of quenching the thirst of Rayman and Wii 
U fans alike, Ubisoft 
revealed they 


were delaying the game until September 2013 - so 
that they could release it across multiple platforms 
simultaneously. Suffice to say, fans were not at all 
pleased with this turn of events, taking to the com- 
pany’s Facebook page and other avenues of commu- 
nication to express their discontent in ways so 
colorful as to make the gorgeous Wii U title look like 
a rerun of The Honeymooners by comparison. 

Word has it that the developers who had worked 
through a rough crunch period to make the February 
launch weren't especially happy, either, and so when 

Ubisoft revealed that Wii U owners would get an 
exclusive new demo to tide them over, the team 
did one better. Creative Director Michel Ancel 
and Senior Game Manager Michael Micholic 


МЕС ARRIVES VIA RUMBLE 


ls Nintendo gearing up to take on Activision’s Skylanders series? 


LOOKS LIKE NINTENDO is ready to start printing money on Wii U, as 
they’ve announced Pokémon Rumble U as their first NFC-enabled game for 
the system. You'll be able to purchase physical Pokémon figurines for a few 
bucks apiece, then bring that Pokémon into your game by placing it on top of 
the GamePad's built-in NFC sensor. On top of that, your figurine will also store 
player data for that Pokémon. Will Rumble U be able to stand toe-to-toe with 
the likes of Activision's Skylanders franchise? Will Skylanders, Pokémon and 
Disney Infinity overcrowd the market? We'll begin to find out on April 24th, 
the launch date for both the game and first set of figurines in Japan. 


announced that at the beginning of April, Wii U 
owners will be able to download Rayman Legends" 
full online Challenge Mode, allowing from one to five 
players to participate in daily and weekly challenges 
against other players and the creators themselves to 
claim their place at the top of the online leader- 
boards. Best of all, unlike the original demo, it has an 
unlimited number of plays! 


"The delay came as a real 
punch in the gut, and we can 
only wonder how Rayman will 
fare during a much busier time 
of year than he was originally 
scheduled for. Despite that, at 
least the developers are doing 
well by their fans with this 
excellent freebie.” 


- DAVID 


"| think the real battle here is the fight over 
shelf space! Where am | going to put all these 


figurines?" - KEVIN C. 
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OLLECTOR’S CORNER 


Now with our very own Museum curator. 


WELCOME TO THE Collector's Corner! We're fleshing out this section a bit more with what we feel is the 
best merchandise available to purchase or pre-order at the time of publication. There are plenty of items 
being released all over the world all year long, and we'll strive to show the diversity of Nintendo products 
available with each issue. We'll also discuss how to attain them, as many items shown are only available in 
Japan. All of the import shops now accessible online have shrunk the world slightly though, and some 
companies have started to localize these fantastic products because of high demand, which is good for 
fans. Now, on to this issue’s selections! - BRETT 


SUPER SQUIRRELS 


San-ei Co., Ltd is the premier creator of Nintendo plushes, 
and several of their products are being distributed in many 
different regions. Flying Squirrel Mario was just released in 
medium (about 16") and small (about 10") sizes. Luigi in both 
sizes, along with small Blue and Yellow Toads, have also been 
announced. Due out April 2013. Japan only, for now. 


NEED THAT! 


SCRIBBLENAUTS R US 


Maxwell has gained a lot of popularity in his almost four 
years. Now, an action figure, a series of small figurines, 
plushes, and accessories have been drawn into existence by 
Po KEMON FIG U R ES Evo LVE Jazwares, for sale at Toys R Us. Lily and the Doppleganger are 
there, as well as Maxwell’s T-Rex and signature "rooster" hat. 
Bandai’s D-Arts action figure line, often distributed in other regions by Bluefin Tamashii 
Nations, is known for high quality and impressive articulation. Recently having tackled 
several Mega Man characters, they now turn their attention to Pokemon. Mew and Mewtwo 
should be available as you read this, while Charizard, Blastoise and Venusaur are coming 
soon - and more are in the works. While only one of those monsters may seem agile enough 
for a line based on hyper-articulation, the others have enough moving parts to excite fans. 
These figures tend to retail between $50-$60 and are normally between 6 and 8 inches tall. 


“For more cool collectibles and 
information on how to order 
from import shops, visit: 
http://www.videogamemm.com 


— it’s the Video Game 
г? 


Memorabilia Museum! 


- BRETT 
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NEWS 


CRACKING THE CODE 


K’NEX has been building on their Mario Kart Wii line for 
nearly three years now, and the success with that line 
has warranted branching into other Mario titles. New 
Super Mario Bros. Wii has just received a blind-packaged 
set of mini figures that is compatible with their kart 
racing line. While the numbers on the back of the pack- 
aging may not be indicative, you can tell which charac- 
ter is inside by looking at which digit is underlined in the 
code. (Blue Toad and Peach have double underlines.) 


Mario - 0512310 Fire Mario - 0512310 
Luigi - 0512310 Ice Luigi - 0512310 
Blue Yoshi - 0512310 Yellow Yoshi - 0512310 
Blue Toad - 0512310 Yellow Toad - 0512310 


Peach - 0512310 


GREATEST OF THE GORONS 


First 4 Figures has been doing an amazing job with their line of Legend of Zelda high-end statues, 
but controversy struck the company when they decided to release a new, exclusive version of the 
Darunia statue just two years after the regular version. The statue’s base is the only difference, 
with the regular version featuring the in-game mat, while the exclusive features him standing on 
the Fire Medallion (see the top-left photo). Will other sages be seen with their medallions? We 
don’t know, which is the problem. The statue retails for $209.99 and is limited to 350 pieces. 


A RUNNER ATREST Шы LL m 


CommanderVideo's latest adventure has just 
debuted in the Wii U eShop, and his new, more 
detailed look is captured in this maquette figure. 
A previously released 3D-printed figure featuring 
his more pixelated form is also available from 
Voxelous, but fans of Gaijin's game series will 
enjoy this pose much more. 
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DEVELOPER 
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Many indie developers want to 
know what it takes to become an 
eShop developer for the Wii U or 
3DS. | wanted to create a guide for 
anyone who has ever had ques- 
tions about Nintendo’s policies 
with independent developers. 


THE REQUIREMENTS 
For starters, the requirement that 
developers needed a separate 
office from their home has been 
removed. Officially licensed Wii U 
eShop developers like Uncade LLC 
and Fuzzy Wuzzy Games do not 
have offices separate from their 
home addresses. While Nintendo 
still requires a "secure office 
location," numerous developers 
tell me that a home office with a 
lock should fit the requirement. 
Secondly, you need previous 
professional game development 
experience. Nintendo doesn’t want 
development kits being sold online 
in the black market, or ending up 
in the hands of a hacker — they 
want to make sure that you’re 
someone they can trust. Most sen- 
sitive NDA-related informative is 
typically found in your account on 
Nintendo’s online developer site. 


How TO 
BECOME AN 


Aspiring RE makers, here's 


your gui 


e to getting your foot 


in Nintendo's door. 


James Saito, founder of Fuzzy 
Wuzzy Games, had over eight years 
of professional programming expe- 
rience, mostly working at mega- 
company Electronic Arts. This 
helped his studio get approved as 
an eShop developer. 

David Byers, the founder of 
Uncade LLC, is a one-man develop- 
ment team who didn’t work for a 
big company like EA. Byers’ past 
professional game experience 
came from selling small mobile 
games like Haunted Hallway in 
Apple’s App Store before becoming 
an approved developer for the Wii 
U eShop. He'll be bringing his next 
game, Another Castle, to the Wii U 
eShop in 2014. 

The third big requirement is 
that your studio needs to be incor- 
porated or registered as an official 
business. Part of this requirement 
is for tax purposes. This can 
include registering your studio as a 
limited liability company (and 
having its name end with LLC). 


THE COST 

Once you're approved as an official 
Nintendo developer, you'll receive 
an email congratulating you. You'll 
then gain access to your account 
on WarioWorld.com (Nintendo's 
developer site) where you can 
order your development kits. It 
costs a few thousand dollars (less 
than $4,000) for a kit. From what 
I've been told, these costs also 
cover the Unity license costs. You 
don't need to buy kits as soon as 
you're approved - many new 
developers have launched 
Kickstarter campaigns to help buy 
development kits after becoming 
officially licensed. If developers 
want to offer preorders of their Wii 
game on Kickstarter, they can buy 
coupon codes from Nintendo by 
paying their share of the royalty. 
For example: If you sell a copy of a 
game for $10, and if Nintendo 
takes a small percentage, then you 
just give Nintendo back $3 and 
they'll give you a code. 


MAESTRO INTERACTIVE GAMES 
Monty Goulet, founder of Maestro 
Interactive Games, shared his positive 
experiences on becoming a Wii U 
eShop developer. His company is cur- 
rently working on Super Ubi Land in 
collaboration with Notion Games LLC, 
and is also developing other Wii U 
projects such as Cosmic Highway and 
Fade Into Darkness. Monty previously 
worked as a sound designer at Retro 
Studios on Donkey Kong Country 
Returns. 

"As developers, we got through the 
approval process very easily, unlike 
how it was for the Wii. Developers go 
through the same application process, 
however it’s pretty apparent that 
Nintendo is making more of an effort 
this time around to support indepen- 
dent developers on the eShop," said 
Goulet. 

"After we applied, we contacted the 
head of the Wii Shop and now head of 
the Nintendo eShop, Dan Adelman. 
One day, | sent him an email pitching 
Cosmic Highway, and the next day he 
called me and basically told us what to 
expect should we get approved as 


developers. He asked about our devel- 
opment experience and when he 
heard | had worked for Nintendo in the 
past, he assured me that things should 
go fine during the application process, 
and of course it did, and we could not 
be happier for it." 

Monty says Nintendo has taken big 
steps forward in becoming more indie- 
friendly. "The eShop team is really 
committed to making sure that their 
console is a success both оп the ААА” 
side of things and on the indie eShop 
side. In my personal opinion, the 
eShop is a huge step forward for 
Nintendo. Developers set their own 
prices, handle their own sales, and 
patches are easy to submit." 


FUZZY WUZZY GAMES 

Fuzzy Wuzzy Games, another licensed 
eShop developer, originally pitched 
their game Armillo to Microsoft, but it 
didn't work out in the end as Microsoft 
felt that it was aimed a bit too young. 
Microsoft told them that similar games 
on Xbox Live Arcade didn't succeed. 
James Saito talked to us about their 
experiences in pitching their game. 


"When we were at PAX 11, we were 
approached by someone from 
Microsoft who asked us to contact- 
them to go through the approval 
process for our game. We basically 
filled out this content approval form in 
which you have to fill out a lot of 
detail about the game that you're pro- 
ducing. | believe it took us a few hours 
to work that out, as it's a pretty long 
submission form. It then took about 
two months for them to finally 
approve us on the concept, which then 
brought us to the full production 
review. From what I understand, the 
length of time is due to their long 
queue of games that they have to 
review. After that, another month and 
a half went by, then they got back to 
us that they had decided to pass on 
us. | asked them for a second chance, 
as we had added/changed a lot of stuff 
in the game, and they gave us that 
chance. However, they passed on us 
that time as well. Despite the long wait 
times, | do have to say that they were 
still great to work with. But a long wait 
nevertheless." 

Things went a little different with 


their pitch to Nintendo, Saito said. 

"Now with Nintendo, things were a 
bit different. We first pitched the 
game (Armillo), got a response the 
next day, then got a nice phone chat 
the day after (with Dan Adelman). 
When it came to getting approved, 
instead of vetting the game, they vet 
the company's professional experi- 
ence. So their submission form was 
very simple where you detail the com- 
pany's information. It took me about 
half an hour to fill out their submis- 
sion form. Afterwards, it was only 
about two weeks before we got 
approved." 


TWO TRIBES 
Microsoft's indie policies are more 
based around each individual game's 
marketability or quality. Nintendo, on 
the other hand, is more concerned 
with a studio's overall experience and 
talent. For example, in October 2012, I 
spoke to Collin van Ginkel, a founder 
of Two Tribes, about the differences 
between Xbox Live Arcade in compari- 
son to Nintendo's digital platforms. 
"In the past we have attempted to 
get our games on XBLA, for instance, 
but failed every time. One year it's 
because they want to focus on multi- 
player games, the next it's because 
there are too many puzzle games 
already. Even if you do get through the 
first round, there are no certainties, 
So you spend quite a lot of time being 
afraid it will be cancelled instead of 
spending time on making the game 
better. Since Nintendo doesn't curate 
the eShop's contents as much as other 
systems, it is an easy process to get 
our games on Nintendo hardware." 


PROGRAMMING YOUR GAME 

PC and mobile developers are 
probably wondering what program- 
ming languages are compatible with 
the Wii U and 3DS. The good news: Wii 
U is compatible with engines that 
most developers have access to. The 
bad news: 3DS currently doesn't 
support most of these engines at the 
moment. 

Monty Goulet says, "As for develop- 
ment languages, it all depends on how 
you plan to build the game. Currently, 
the code bases that tend to be used 
more often are C++ and C. However, 
Unity supports C£ and Javascript. The 
nice thing about the Wii U is it can cur- 
rently support a wide array of engines 
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like Unity, Havok and Unreal so devel- 
opers that are porting their projects 
over will more than likely already be 
ahead of the game if they were using 
one of those." 


BERTIL HORBERG 

Bertil Hörberg, creator of Gunman 
Clive for the 3DS eShop, gave us some 
insight on programming for the 3DS. 

"It’s C or C++ for 3DS, and | think 
that’s really what people should be 
using for smartphones as well. Unless 
they're using a middleware engine like 
Unity, but that's not available for 3DS 
as far as | know. You can use OpenGL 
on the 3DS, but it's probably better to 
rewrite the rendering code to 
Nintendo's custom graphic libs for 
better optimization." 

Gunman Clive was Bertil's very first 
time submitting to Nintendo's super- 
strict lot check - and the game failed 
during the first submission. On its 
second trip, though, it fortunately 
went through without any issues. I 
asked Bertil if he had any advice for 
indie developers who are going 
through Nintendo's lot check for the 
very first time. 

"| don't really have much advice to 


give other than to read the specifica- 
tions carefully; | made a few rather 
stupid mistakes regarding the 
eManual, and also forgot to test one 
scenario that was clearly explained in 
the documentation." 


FLAT BLACK FILMS 

Not every indie developer has had a 
smooth experience in becoming an 
eShop developer for Nintendo, though. 
When | chatted with Bob Sabiston in 
late September, he told me about how 
frustrating it was to submit Inchworm 
Animation (DSiWare) through lot 
check. 

"| did have to submit Inchworm 14 
times before it was finally approved — 
the only thing | can think is that I 
drove them crazy with my endless sub- 
missions. However, it was not like 
Inchworm was super buggy. | was just 
unaware of many restrictions and 
development guidelines. Like, if the 
device is asleep and you open it and 
take a picture within half a second, the 
outer light would not have turned off 
yet. Stuff like that." 

Bob's company, Flat Black Films — 
previously accepted as a DSiWare 
developer — was rejected in April 2012 
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after he applied to become a 3DS 
eShop developer. This came as a 
shock, since Inchworm Animation had 
received both critical and commercial 
success on DSiWare. 

Fortunately, there is a happy 
ending to this story. | emailed Bob to 
get an update for this article, and he 
had some good news to report. 

"| did eventually get myself 
approved as a 3DS developer, so the 


305 is something I'm still thinking 
about. | haven’t decided to take the 
plunge with the 3DS because its SDK is 
so markedly different from the old DSi 
one. It would mean a pretty big 
rewrite just to port the existing 
version to the 3DS. It’s more than | 
want to take on myself, but perhaps as 
a team effort it’s doable. І just signed 
a contract with a Japanese publisher 
to bring the original Inchworm 
Animation to DSiWare in Japan - 
there's a lot of localizing to be done, 
so I'm not sure how long the process 
will take. Hopefully we'll get it out 
there before they stop releasing 
DSiWare altogether!" 


IN CONCLUSION 

The road to becoming a licensed 
eShop developer isn't going to be 
smooth one for everyone. In some 
cases, like Flat Black Films', you might 
get rejected a few times before finally 
being approved. With that said, 
though, Nintendo has been making an 
honest effort to improve its image 
within the indie scene - and we're 
pleased that so many new studios are 
getting to fulfill their dreams of 
making Nintendo games. 

To become an eShop developer for 
the Wii U or 3DS, you can contact 
eShop@noa.nintendo.com to get in 
touch with a representative. You can 
also follow Nintendo of America's Dan 
Adelman on Twitter at Dan Adelman. 
It usually takes anywhere from one to 
four weeks for Nintendo to evaluate 
your application. In most cases, devel- 
opers tend to be approved or rejected 
within two weeks. Good luck! 


“VERSUS” VANISHES 


The puzzle series continues with cooperation 
instead of competition in the new Mario and 


Donkey Kong: Minis on the Move. 


DONKEY KONG ALWAYS just wanted to be 
part of the gang, and only ever battled Mario 
when he didn’t get his way. Well, it seems that 
here, unlike earlier installments in this series, 
manufacturing problems don’t get between 
the two this time - the perennial adversaries 
have dropped the "vs." from Mario vs. Donkey 
Kong, and are now teaming up with Pauline in 
Mario and Donkey Kong: Minis on the Move, 
coming exclusively to the 3DS eShop. 
Developed by Nintendo Software 
Technology - one of Nintendo’s US subsidiar- 
ies recently tasked with development of 
Nintendo's online shops - the Mario vs. 
Donkey Kong series has changed directions 
before, moving from a puzzle/platformer 
origin on the Game Boy Advance to become a 
Lemmings-style series on DS. While Nintendo 
stuck with that approach for a couple of 
DSiWare iterations, Minis on the Move 
changes it up again - and while the Minis are 
still the primary focus, the gameplay now 
borrows heavily from the classic puzzle game 
Pipe Mania (a.k.a. Pipe Dream). /Ұ > 
л. 


© 


Players don’t control Mario or the Minis 
directly this time, but instead place blocks 
that create paths for the Minis to follow. Minis 
pop out of pipes and must be directed to the 
exit, collecting tokens along the way - and 
you're on a time crunch to make sure they 
don't meet their demise by falling down pits 
or onto spikes. A number of different varia- 
tions are included, including large levels 
where you must collect time extensions, and 
levels that rotate - forcing you to take extra 
care in placing your tiles. 

Levels are rendered in full 3D on the top 
screen, while the touchscreen's 2D represen- 
tation allows for each block's placement. Like 
its predecessors, Minis on the Move features 
level creation tools, as well as a number of 
unlockable minigames. Players will turn 
cranks to collect coins while avoiding Bullet 
Bills, fling Minis out of slingshots to knock out 
floating targets, and even take control of the 
Minis to collect coins on a platform. 

Minis on the Move moves into the eShop 
this Spring -so get ready to get a move on, 
joining man, woman and ape to take on 
the challenge of 180 
puzzling levels. - AARON 
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In 


our armadillo hero rolls solo no more. 


DILLON, THE STAR of 2012's Nintendo 3DS 
eShop release Dillon’s Rolling Western, may 
be more of a fighter than a lover, but that 
didn’t make this past Valentine’s Day any less 
special for him. During the Nintendo Direct 
broadcast on that day, it was announced that 
The Red Flash would be making his return this 
year in anew eShop title, Dillon’s Rolling 
Western: The Last Ranger. 

They built this series on Grocks and rolling, 
but there are new elements added to the mix 
this time around. Dillon must not only roll out 
to protect frontier towns from the returning 
gobbling granite creatures who love to munch 
on Scrog livestock, but also the trains which 
are now passing through each territory. To do 
this, he'll not only continue to face the Grocks 
head-on with his rolling and slashing attacks, 
but just as before, he'll form a perimeter and 
fortify each town's defenses with a variety of 
gun towers and other stations across each 
map. 


No LONE RANGER Ф 


What's more, Dillon won't be the only 
one out there risking his neck each time the 
sun sets - and we aren't referring to his squir- 
relly sidekick, Russ, either. Three new gun- 
slingers have been revealed to be rustling 
around in these parts, and they aren't exactly 
known for their hospitality. Each one will 
appear as a rival to our favorite rolling ranger, 
engaging him in battle before putting 
whatever differences they may have aside for 
the greater good of the frontier. 

Gallo the mercenary lizard, Nomad the 
aquatic assassin and Boone the burly brown 
bear will all lend their strength to Dillon's 
Grock-crushing cause, but only after he proves 
his strength against them in battle first. 

Not much more is known about what else 
to expect from The Last Ranger, though 
players are said to have more strategic 
options to consider and the ability to share 
tips with others via StreetPass. Dillon saddles 
up again April 11th. - DAVID 
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A CULT CLASSIC? 


Renegade Kid returns to their FPS roots in 
, exclusively in the 3DS eShop. 


YEARS BEFORE THEY became known for 
3DS eShop downloads like Mutant Mudds and 
ATV Wild Ride 3D, the team at Renegade Kid 
built their reputation on a trio of excellent 
first-person shooters for the original DS. Now, 
those worlds are colliding as Renegade Kid 
continues to support the eShop with their next 
release, but return to their roots to do so by 
crafting an all-new FPS called Cult County. The 
game will be released episodically, with the 
first episode already well under way and 
scheduled to debut later this year. We caught 
up with Renegade Kid’s Jools Watsham to ask 
him more about the project. 


NF: What lessons did you learn from Moon, 
Dementium and Mutant Mudds about how to 
approach this new title? 

One of the main 
elements we're incorporating into Cult County 
is better pacing in terms of when there is 
tension and when there is action. This is 
something we learned from looking at our 
previous FPS titles. We believe that each of 
our DS FPS games has something very special 
about it, but perhaps lack things the others 
possess. This is not to say that our goal with 
Cult County is to merge what we identify as 
the best aspects of our previous FPS titles into 
one game - that would probably be disas- 
trous. Having some distance away from our 
first three FPS games has given us a better 
perspective of their strengths and weak- 
nesses, providing us with a clearer vision of 
what we want Cult County to be. 

Our experience with Mutant Mudds has 
given us a good understanding of how the 
Nintendo eShop functions as a market for our 
games, which helps mold the game experi- 
ence. The episodic approach we're taking with 
Cult County can work really well with digital 
distribution. 


Instead of cramming 12+ hours of 
gameplay into a game that is priced at $20 to 
$40, our goal is to produce a series of smaller 


titles that each offer approximately four hours 


of gameplay at a fraction of the cost to the 
player. 


In what ways did Nintendo's new hardware 
allow you to implement design decisions 
that would have difficult/impossible before? 
The 3DS offers us more freedom and more 
creative possibilities. The new handheld has 
lot more power than the DS in terms of 
polygon count, texture passes, and lighting 
techniques to name a few. We have always 
focused on the atmosphere of our FPS games, 
and Cult County is no different in that regard. 

The player is able to venture into detailed 
environments that would not have been 
possible on the DS hardware. This directly 
affects the design of the game and where we 
can take the player. 

The stereo 3D effect the 3DS features natu- 
rally compliments a game viewed from the 
first-person perspective, which helps put the 
player further into the shoes of the game's 
main character. 

The Circle Pad offers analog control over 
the player's movement, and if you're using the 
Circle Pad Pro you'll also benefit from analog 
control over looking and aiming. However, for 
those who prefer using the stylus to look, 
we're also offering the same control options 
that we supported on our DS FPS games. 


What role do religious themes play in Cult 
County? 

It is not our intention to make a statement 
about any of the existing religions or impose 
our beliefs on anyone, but it is true that the 
concept of religion plays an important role in 
Cult County, albeit fictional. 


Mutant Mudds was originally going to be a 3D FPS until it didn't 
get publisher support. What has changed to enable you to now 
tackle such a title independently? 

When we developed the original 3D platformer version of Mutant 
Mudds there wasn't really a healthy digital shop for the DS. DSiWare 
could have been an option, but at that time we were more focused 
on working with publishers to develop games for retail. In 2012 that 
all changed with the release of Mutant Mudds on the Nintendo 
eShop as a 2D platformer. It showed us that the Nintendo eShop 
was a viable market. 

To self-fund the development of Cult County is a very difficult 
and risky endeavor for us. Mutant Mudds was a lot less risky in 
terms of development cost and the needed return on investment to 
break even or make a profit. The release of Cult County will be the 
ultimate test for us of whether we can develop an ambitious title for 
the Nintendo eShop market and be financially successful. The result 
of this game will help guide our future development efforts. 


MARCH/APRIL 2013 17 


SOME ШКЕ IT HOT 


WayForward fans the flames of Officer Wagon 


fandom with Я 
AFTER SUCCESSFULLY SERVING the galaxy as an interstellar policewoman, 
ұн «Санар d à Mighty Switch Force! 2 chronicles a potential career change for (former?) Officer 
1 GEC се Ct cer Ce е Patricia Wagon. Patty's been put on the hot seat as a member of Planet Land's 


Fire Brigade, which means rescuing ugly babies and blonde women from red hot 
doom. Sounds like a challenge! Thankfully, the rookie firefighter has swapped 
her energy blaster with a portable hose. That means that on top of the 
switch/block puzzles from the first game, she'll also be extinguishing flames, 
clearing paths and inflating giant pink aliens with all the water she can muster. 
Burning Rangers + WayForward = profit? We'll see later this year. - JONATHAN 


iiU Gets У.С. = 
[um] 


Wii U Virtual Console 


NES, SNES and GBA titles headed into the Wii 
U eShop — with more on the way. 


ONE OF OUR wishlist items for 2013, back in With both Restore Points and Miiverse inte- 


Issue #1, was that Nintendo would bring the gration, Nintendo classics have never been as 
Virtual Console to Wii U. Well, we didn’t have accessible or engaging as they are on the Wii 
to wait long. It’s here, and after only a couple U. The ability to share a screenshot of an old 
of months, it’s already proving itself as a great game at a difficult spot and request advice 
selling point for the system - even though the from fellow classic gamers (or snap a brag 
service won't officially launch until Summer, shot of your high score for an impromptu 

and we've only seen the rollout of a few trial competition with your friends) adds greatly to 
titles at the moment. While we’re not expect- the feeling of togetherness that Nintendo 

ing the full library available on the Wii to be have been championing with the Wii U’s social 
transferred over right when the Wii U VC offi- features. Off-TV Play is an extremely welcome 
cially goes live, the games Nintendo have feature, too, especially for games like Super 
offered us so far have given us a great under- Metroid that have never been "portable" 
standing of the features we can expect. before. That’s also a wish fulfilled. - ROBERT 
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BALLOON FIGHT 


PLATFORM: NES ORIGINALLY RELEASED: 1986 PUBLISHER: NINTENDO 
GENRE: ARCADE PRICE: $4.99 


Programmed by Mr. Iwata himself, Balloon Fight for the NES served 
as the first game to kick off the Wii U Virtual Console's "preview" 
and celebrate the 30th anniversary of the Famicom. Simple, 
charming and addictive, the first mode plays similarly to Midway's 
Joust, but with better control and an easier-to-understand target as 


PLATFORM: SNES ORIGINALLY RELEASED: 1991 
PUBLISHER: NINTENDO GENRE: RACING PRICE: $7.99 


F-Zero may be a series that is 
long overdue a new console 
installment, but those looking 
for their fix of high-speed, 
heart-pounding futuristic racing 


Wii U VIRTUAL CONSOLE 


201007 


it is challenging. 
With the Wii U's fantastic save 
state implementation (which 

you'll definitely be grateful for 
when your vehicle explodes on 


The SNES F-Zero normally 
comes as a somewhat tough 
title to recommend due to its 


you seek to pop the balloons on each opposing character’s back. 
One player can fly solo, or work with (or against) a second player to 
get the highest score possible. The second mode, Balloon Trip, is 
generally regarded as the more popular one, seeing variations in 
WarioWare and more recently in Nintendo Land. In this mode, a 
single player dodges electrified sparks and pops balloons for as 


on the Wii U should definitely 
consider picking up the 1991 
SNES classic F-Zero on the 
Virtual Console — it’s excellent. 
A technological marvel for its 
time, F-Zero puts the Super 


Mute City ІІ for the hundredth 
time), this tough title is finally a 
little more accessible, and a lot 
less frustrating. And unlike 
Nintendo's previous offering of 
Balloon Fight, F-Zero runs at a 


fairly high difficulty; however, 
with integration of both Off-TV 
Play and Miiverse for sharing 
screenshots of your best times 
(or flaming wreckage, which is 
probably a lot more frequent!), 


long as they can without dying. Add charming graphics and surpris- 
ingly catchy music, and one can see why this remains one of my 
favorite games of all-time. - DAVID 
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PU NCH-OUT! ! FEATURING MR. DREAM 


PLATFORM: NES ORIGINALLY RELEASED: 1987 PUBLISHER: NINTENDO 
GENRE: SPORTS PRICE: $4.99 


Back in the day, Wii owners 
hanging out on gaming message 
boards often felt the need to 
defend their console of choice 
from various grumps, and these 
"discussions" would inevitably 
lead to the generation of long 
lists of good Wii games. After 
2009, these lists commonly 
included Punch-Out!!, a game 
applauded for its simple-but- 
deep-gameplay and loyalty to 
its source material. Now, Wii U 
owners have the opportunity to 


download that source material. 
Gameplay works by boiling 
boxing down to its essence — 
constantly looking for openings 
while trying hard not to get 
punched in turn. Quick reflexes, 
learning the "tells" of each of 
Punch-Out!!'s politically incor- 
rect pugilists and strategic use 
of "star punches" are the keys to 
victory. The game asks you to 
observe these boxers very 
closely, and then rewards you 
for doing so with enormously 
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Nintendo's pseudo-3D Mode 7 
graphics to outstanding use to 
create a game as impressive as 


- 0 99KO 
“PROFILE” 


FROM 
DREAMLAND 
AGE: 22 
WEIGHT: 235 


charming characters — the 
game's real strength comes 
from the moment-to-moment 
tension and laughs that come 
from staring down a giant, silly 
looking man who's about to 
punch you in the face. Despite 
its age, Punch-Out!! is still my 
favorite game about a very 
small man getting badly hurt by 
a variety of racial stereotypes. 
It's a great addition to every Wii 
U library (and every list of good 
Wii U games). - JONATHAN 


full-speed 60hz in all regions, a 
feature we're relieved to see in a 
game so reliant on its speed. 
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anyone marginally interested in 
this racing classic should pick it 
up without delay. - ROBERT 


LEVEL4: GRAPE GARDEN | 
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KIRBYS ADVENTURE 


PLATFORM: NES ORIGINALLY RELEASED: 1993 PUBLISHER: NINTENDO 
GENRE: PLATFORMER PRICE: $4.99 


Kirby's Adventure may not be the first outing for the lovable 
cream-puff, but it's certainly one of the most influential. Believe it 
or not, Kirby's Adventure is the first title where Kirby got his pinkish 
hue. Gone were his white castings from his Dream Land days. While 
a palette change was a shocker to most fans, Kirby's Adventure 
made an even bigger change that forever impacted the series’ 
gameplay. While Kirby's Dream Land let you suck up/spit out 
enemies, Kirby's Adventure added the ability to gain/copy your 
enemy's attributes. See a sword-swinging enemy? Gobble him up to 
make that sword your own! This important change made Kirby what 
he is today. This is a true landmark for the entire series — if you've 
made it this long without playing Kirby's Adventure, the Wii U VC 
version can't be recommended enough. Kirby's first console outing 
is worthy of your collection! - KEVIN C. 
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BERTIL HORBERG 
$1.99 

Gunman Clive is a love letter to the action/platformers of the past — 
games like Mega Man are a clear inspiration for its action — and it 
delivers a heck of a fun time. The story centers on the titular Clive, 
a gunslinger from the Wild West who tries to save a damsel in 
distress and win her heart. What makes Gunman Clive instantly 
click are the brilliantly implemented controls, which are tight and 
lay the foundation for a well-designed experience. The action may 
Seem a little basic at first glance, but as you keep going your brain 
and reflexes will be constantly tested at a progressively tougher 
pace. You'll have to shoot your way through lines of defense and be 
aware of devious traps along the way, because death lurks every- 
where in this Western world. And though the game may be a little 
on the short side, everything else makes up for that. - DAAN 
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Wii STREET U 


PUBLISHER: NINTENDO 
GENRE: APPLICATION 
PRICE: FREE 


Google Maps meets the Wii U 
GamePad in this free app, but 
even for no cost it might still 
not be worth your time. It’s 
awkward trying to navigate to 


points of interest on the map, 
the Pad always seems to be 
fighting against the direction 
you want to look and the 
StreetView photos are showing 
their age — making it more of 
an odd time capsule experi- 
ence. Try it once, then go back 
to your browser. - LUCAS 


Whereas Mega Man brought 
about revolution with its then- 
innovative ability to not only 
choose from one of six starting 
stages, but to acquire the 
weapon of that stage’s boss for 
your very own, Mega Man 2 
brought about evolution of the 
concept. Where there were once 
six Robot Masters now stand 
eight, and with the inclusion of 
the now-iconic E-Tanks, Mega 
Man could fully recharge on the 
go, keeping him fighting for 


BUBBLE 
MAN 
С 
LR. 
HERT 
MAN 


e] 


METAL 
MAN 


NES 


longer. A new password system 
allowed players to take a 
breather, but with the Restore 
Points of the Nintendo 3DS 
Virtual Console, that conve- 
nience has lost a bit of its 
original luster. Even so, Mega 
Man 2 is seen by many as the 
pinnacle of the series in terms 
of design and playability, the 
standard to which all others are 
held. Many memorable 
moments came from this title, 
from the acquisition of the 
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BIT.TRIP PRESENTS: R U N N E R2 


PUBLISHER: AKSYS GAMES GENRE: PLATFORMER PRICE: $14.99 


Runner2 is to the original 
Bit.Trip Runner as Super Mario 
World is to Super Mario Bros. 3. 
The core gameplay hook of 
non-stop 2D platforming tied to 
brilliant music from the original 
is still there, but the graphics 
have taken a leap towards the 
literal, there's more room for 
exploration, more animations/ 
enemies/moves/unlockables/ 
environments/areas/bosses to 
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enjoy, and perhaps best of all, 
Runner2 is a much more vivid 
reflection of the developers’ 
personalities. For example, each 
time you boot up the game 
you're treated to a random 
mini-commercial, like for 
Schlortz Premium Malt Fluid 
(It's Wet!). Like all of the game's 
narrated portions, these ads are 
performed by Charles "Voice of 
Mario" Martinet. Mr. Martinet's 
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appearance here speaks to 
Runner?'s overall commitment 
to technical excellence, tag- 
teamed with bursting silliness. 
While the Bit.Trip series had a 
cold, intellectual feel, Runner? 
works to evoke the feeling of 
running down the street in your 
underwear with your best 
friends. This brand of playful 
charm is evenly dispersed 
throughout the game, but it's 
never overpowering. Brilliant 
design always comes first, and 
Runner? has it in the spades, 


1989 CAPCOM 
ACTION $499 


ultra-powerful Metal Blade to 
fighting the enormous bosses 
within Dr. Wily's fortress, and 
even the final showdown where 
the mad scientist reveals 
himself to be an alien. While 
many can take or leave the 
original Mega Man, Mega Man 2 
is known not only as a must- 
play, but is often hailed as one 
of the best video games of all 
time. If you've never played it 
before, now is the time to do so. 
- DAVID 


with branching paths, secret 


levels, and a dynamic camera 
that helps keep things intense. 
Runner2 is also much more 
accessible than the original, 
featuring multiple difficulties 
and optional check points. Even 
the retro levels feel more full 
and more fair. As much as | love 
Bit.Trip Runner, there is no 
denying that Runner? is a better 
game. If you have ever liked 
running and jumping, this is the 
game for you. 

- JONATHAN 


HAGHET 
HAN 


NES 
ACTION $4.99 


While Mega Man 2 managed to 
refine and polish the foundation 
laid by the original game to a 
near-perfect shine, there has 
long been dispute over whether 
the title of "best game in the 
series" belongs to it, or to its 
follow-up, Mega Man 3. This is 
where the series began to 
develop a more involved story 
than "stop the scientist from 
taking over the world," as Dr. 
Light and Dr. Wily team up to 
create a peace-keeping robot 


THE CAVE 


while Mega Man’s off quelling a 
robot revolution on some 
mining colonies. New characters 
are added, including the debut 
of Mega Man's robo-canine com- 
panion, Rush, and his mysteri- 
ous brother, Proto Man, who 
appears during different levels 
to challenge the Blue Bomber. 
The stakes are raised once the 
eight Robot Masters are 
defeated, as four of the stages 
are re-occupied and remixed by 
the enigmatic Doc Robots, who 
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take on the powers and abilities 
of Mega Man 2's Robot Masters. 
Meanwhile, Mega Man isn't 
without a few new tricks of his 
own, such as the slide maneuver 
(useful for dodging and squeez- 
ing through small gaps), and 
Rush's three vehicle forms, 
including the hoverboard-like 
Rush Jet. As always, Mega Man 
3sports top-notch graphics and 
sound among NES titles, and is 
the other definite "must-play" 
title of the series. - DAVID 
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PUBLISHER: SEGA GENRE: ADVENTURE/PLATFORMER PRICE: $14.99 


Ron Gilbert’s return to macabre 
comedy adventure is here, and 
it’s mostly great. Fans of the 
original Monkey Island titles 
and other games featuring 
Gilbert's signature comedic 
blend of surrealism, self depre- 
cation and panache for parody 
will feel right at home, but 
those looking for the level of 
polish and structural elegance 
found in the first two Monkey 


Islands may be disappointed. 
The game is initially more user 
friendly than adventure games 
of old, with no cumbersome 
inventory screen to manage or 
sentence-building command 
system to slow you down. 
Instead, you choose three of the 
seven playable characters and 
immediately run, jump, and 
smash your way forward. 
Though, the Cave itself is the 
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real star of the show. This 
sentient, chatty stand-in for the 
subconscious provides frequent 
narration, like GLaDOS crossed 
with Rod Serling. The locations 
and NPCs within its depths will 
change depending on what 
characters you choose. Puzzles 
are consistently clever, requir- 
ing utilization of held items and 
the characters’ respective abili- 
ties (including meditation and 
time travel). Solving puzzles will 
slowly unveil the true nature of 
your posse's collective psyche. 


NINTENDO PUZZLE $5.99 


Whenever Tokyo Crash Mobs loads, "Delusion now" flashes on the 
screen — the phrase aptly embodies this bizarre touch-based puzzle 
game. The puzzle aspects of the game revolve around the basic 
match-three concept, but the wacky and comedic narrative makes it 
anything but. Players help two young women knock color-coded 
people out of line in goofy and funny scenarios such as removing 
them (гот a queue outside a store or eliminating them from а 
moving formation to push a magic button that ships one of the 
ladies to outer space. (1 told you it’s odd.) Stylus controls make pin- 
pointing different shades of a mob easy, though the menu interface 
is a bit clunky. The FMV enhances the quirky story to great effect 
and creates truly bizarre scenarios and situations. Needless to say, | 


think you should get weird with Tokyo Crash Mobs. - EVAN 


Spelunking as metaphor for 
self-analysis is smart and sur- 
prising, but sadly, it can get a 
bit tedious to backtrack for held 
items and to walk all three char- 
acters through the adventure. 
That tedium can be minimized 
by playing in small bursts, and 
that goes double for your time 
replaying the game with alter- 
nate characters (the only way to 
see everything The Cave has to 
offer). Avoid marathon sessions 
with this one and you'll have a 
great time. - JONATHAN 
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NINTENDO 


PUZZLE $299 


One of the Pink Puffball's most 
underrated appearances, 
Kirby's Star Stacker was one of 
the last games released for the 
original Game Boy format — 
and one of the best. It's a 
falling-block puzzler that tasks 
you to sandwich star blocks in- 
between pairs of Kirby’s pals 
(Rick the Hamster, Coo the Owl 
or Kine the Fish), and it’s a 
great deal of fun — especially 
when you set off huge chain 
reactions. And at just three 
dollars, this one’s an easy 
recommendation. - LUCAS 
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PUBLISHER: VBLANK ENTERTAINMENT GENRE: ACTION/ADVENTURE 


PRICE: 1000 Wii POINTS 


While games have recently 
made a habit of including retro 
cameos or shout-outs, Retro 
City Rampage is different — its 
entire world is intricately con- 
structed from nearly every 
imaginable reference to video 
games of the '80s and early 
90s, as well as pop culture from 
that era, peppered with an occa- 
Sional internet, programming, 
or Vancouver in-joke, and 
blatant satire about the games 
industry. The amalgamation 
doesn't add to the experience, it 
is the experience. As such, those 
who didn't grow up during that 
time period may miss much of 
the game's charm. What's 
amazing is the breadth of the 
allusions and the continuous 
flow of absurdity. 

Yet, the base game is a fully 
competent 8-bit rendition of 
Grand Theft Auto, and fans of 
such games should have fun 
mowing down the tiny charac- 
ters that inhabit the pixelated 


streets with cars or guns. But 
taking cues from Super Mario 
Bros., Retro City Rampage's 
biggest twist is the ability to 
jump and stomp. Like the plot, 
the mechanics intertwine to 
yield a unique sandbox experi- 
ence. 

Your character, "Player," 
starts off in a life of crime and 
his situation quickly richochets 
and escalates, starting with a 


Dark Knight-inspired bank heist, 


feeling Frogger's pain, and 
stealing Bill and Ted's time 
machine, only to have it crash. 
After this, the plot primarily 
involves trying to get Doc's 
DeLorean repaired so that you 
can get back to your time. Like 
Player's loyalty, mission quality 
oscillates with a few too many 
fetch quests, but in numerous 
instances, the game deftly 


changes modes in minor ways — 


for instance morphing into a 
Metal Gear sneaking mission — 
and in major ways, such as 


turning into an arcade racer 
complete with anaglyph 3D 
glasses support. 

Free Play mode lets you 
explore (and rampage in) the 


city at your leisure. Additionally, 


an impressive number of side 
quests, mini challenges, unlock- 
able characters, and achieve- 
ments should keep players 
occupied for many hours. Also 
included is an arcade with 
minigames featuring a version 
of Bit.Trip Runner and Super 
Meat Boy’s Wii debut. It’s these 
little extras that really exhibit 
the dedication of Brian 
Provinciano, the nearly 
one-man development team. 
Retro City Rampage began its 
life as Grandtheftendo running 
on real NES hardware, and that 
rendition is included as a bonus 
on the Wii version. 

Retro City Rampage is a case 
study of feature creep in the 
best way. - AARON 


Jonathan Holmes 
has a cameo in this 


game. Will you be 
able to find him? 
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Originally released on the 3DS 
as one of the 20 Ambassador 
titles given away for free, Ice 
Climber didn’t stand out much 
in such lofty company. Now it’s 
gone on sale for the public, 
though, and it’s been updated 
to include a unique feature — 
two-player support. Wirelessly 
joining forces with another 3DS 
owner to tackle mountains as 
both Popo and Nana is unique, 
as VC titles rarely include such 
a feature. The game itself is a 
stiff one, though, so 
= 2P novelty might not 
be enough. - LUCAS 


NES 
1992 
NINTENDO 
PUZZLE $4.99 


The Game Boy version of this 
puzzler was my first purchase 
with my own money as a child, 
and buyer's remorse set in 
soon after — it just isn't one of 
Nintendo's best designs. You 
take control of Mario, holding 
up spinning plates above his 
head. Mushroom Kingdom foes 
fall from above and you either 
match them into pairs by 
shifting the plates’ positions 
around, or else you risk failure 
by allowing the stack to climb 
to the top of the screen in 
order to hatch and feed hungry 
Yoshis for bonus points. Bland 
overall, safe to skip. - LUCAS 


RENEGADE KID 


RACING $7.99 

ATV Wild Ride 3D is not a completely new title, as the game origi- 
nally came on the market as a Nintendo DS title. It was a very 
enjoyable romp, but sadly it wasn’t very easy to find, so not many 
people were able to appreciate it. Now, players can look forward to 
a variety of riders, ATVs and modes, as they cross around the world 
on cool tracks in the game's all-new, updated 305 eShop edition. 
What makes playing the game so much fun are the variety in the 
obstacles and the ways you can perform tricks. Some tracks sadly 
don't fully support tricks in the manners you want, and you'll find 
yourself crushing your ATV into a wall here and there. Furthermore, 
this makes the Al sometimes tricky to beat as they overcome these 
challenges with ease. That being said though, you always have to 
option to duke it on your same skill level with others online. All and 
all, the game is a pretty complete package. - DAAN 
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NINTENDO 


ROCK-DROPPER $299 

How many times have you closed your eyes and wished for a game 
that lets you throw things down a well? Those dreams have finally 
been answered with Kersploosh!. Prepare for heart-stopping action 
as you guide a pebble (or doll, or droplet ... or watermelon) through 
a well filled with obstacles. Dodge cookies out to smash you, dive 
through doughnut holes to gain speed, and steer around fans/ 
blockades/cannons and more. Your ultimate goal is to speed and 
dodge as quickly as you can in order to hit the water below. Too bad 
nearly the entire experience can be wrapped up well within an hour. 
Outside of unlocking new items to throw down the well, there’s 
really not much to do or see. Beat the ten levels, better your time 
and that’s about it. While the visuals are nice and there’s an enjoy- 
able quirkiness, it’s very hard to recommend a game with so little to 
do. - KEVIN C. 


SHIN'EN MULTIMEDIA 


Nano Assault EX makes a strong 
initial statement with techni- 
cally impressive visuals, which 
marry the planetoids of Super 
Mario Galaxy with the artistic 
stylings of the Metroid Prime 
franchise. But this twin-stick 
shooter — which utilizes the face 
buttons sans a Circle Pad Pro — 
never quite lives up to its 
graphical underpinnings; 
instead, it offers a run-of-the- 
mill experience that neither 
soars too high nor sinks too low. 
Most of your experience 
revolves around a seek-find- 
and-destroy setup that takes 
place on microscopic organisms. 
These oblong-looking shapes 
hide three DNA strands and host 
a multitude of enemies, setting 
up the obstacle course for your 
Nanite vessel. These types of 
levels comprise most of the 
game as well as serve as the 
best visual showpieces. It's also 
fun to maneuver in all directions 
around the spherical shapes, 


SHOOTER $14.99 
hunting enemies and objects. 
And the controls work perfectly 
well (though the Circle Pad Pro 
is ideal), making exploration 
and combat easy. 

Developer Shin'en sprinkles 
in on-rails stages here and there 
to offer some variety, but these 
straight-flight areas are as 
generic as they are shallow. 
Though slightly reminiscent of 
Star Fox, these parts are one- 
note snooze fests, requiring 
constant pressure on the firing 
button. Your ship flies through a 
cascade of adversaries, who 
merely drift by if you don't 
engage them — as such, there's 
no sense of urgency. In addition, 
visibility of enemy projectiles is 
somewhat troublesome, leading 
to frustrating deaths here and 
there. 

Thankfully, boss battles fare 
better overall, offering an 
assortment of different strate- 
gies to keep things fresh. But 
even these battles feel a bit dry, 


never quite reaching memo- 
rable — or water cooler talk - 
territory. However, a couple 
clashes do stand out, especially 
one foe who holes up in two dif- 
ferent regions of a cell to battle. 

The game's structure seems 
less than ideal, with Story Mode 
being crucial to unlocking 
Arcade Mode (my favorite), Boss 
Rush and Survival Mode. Only 
by experiencing the almost non- 
existent story is Arcade Mode 
available, which offers cool 
challenges per level and online 
leaderboards. Why this mode 
isn't the main course is perplex- 
ing, but once fully available, it's 
where most players will spend 
their time. 

Shin'en commendably makes 
use of all the 3DS' bells and 
whistles, even Play Coins and 
tilt controls for secondary 
features, but the game ulti- 
mately fails to find its stride and 
stand out among the myriad of 
titles already in the eShop. 
Pretty visuals definitely make a 
strong initial impression, but 
the rest of the game fails to 
leaving a lasting one. - EVAN 
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ZEN PINBALL 2 


PUBLISHER: ZEN STUDIOS 
GENRE: PINBALL PRICE: FREE 
It might seem a little counter- 
productive to use a brand new 
console to play a game that’s 
been available, in some form at 
any rate, in arcades and smoky 
taverns alike since the 705. 
Those looking to pick up a 
decent title with tight controls 
and excellent presentation, 
however, could do far worse 
than downloading the solid Zen 
Pinball 2 from the Wii U eShop. 
For all its bells and whistles, 
Zen Pinball 2 is, at its core, a 
simulation as authentic as 
possible to the genuine article. 
The game itself is entirely free 
with (admittedly frustratingly 
limited) demos available for 
each individual table. The full 
tables are then sold either indi- 
vidually or as thematically des- 
ignated packs, the prices of 
which are reasonable enough 
for the amount of playtime they 
potentially provide. 
Downloading further demos 
or tables require exiting the 
game and loading up the eShop, 
however, as opposed to buying 
in-game, which can prove alittle 
frustrating. Some tables undeni- 
ably prove better than others, 
but each maintains the tight, 
dependable physics necessary 
to keep a game like Zen Pinball 
2 as challenging as it is fair. The 
ball moves realistically and any 
inevitable failure feels like the 


fault of the player, never a 
result of the game not playing 
fair. 

Zen Pinball 2 features both 
standard and Off-TV Play, and 
despite the frenetic pace of the 
game, the crisp visuals and 
various changeable perspec- 
tives prevent the ball from 
being difficult to follow on 
either display. The flippers are 
operated by the L and R 
triggers, an immensely natural 
setup that feels completely akin 
to a real table, although being 
unable to "tilt" the table by 
shaking the GamePad feels like 
a missed opportunity. 

Although the game is entirely 
enjoyable from the outset, Zen 
Studios has been kind enough to 
include a slew of options for 
customization, presented in an 


The Avengers, the blockbuster film, 
this table assembles Earth's mightiest 
heroes to defend a global threat from 
Loki, Thor's vengeful half-brother. The 

team of Captain America, Hawkeye, 
Black Widow, Hulk, Iron Man and Thor 

battles to contain Loki onboard the 


Marvel's The Avengers || 
— 


Based on events from Marvel's 


SHIELD Helicarrier. Choose your 
Avenger and save the world! 


Play on Marvel's The Avengers. 


amusing "Operator’s Menu." 
These range from basic changes 
such as the color of the game's 
charming dot-matrix score 
displays, all the way to altering 
the physics of the table itself. 
Most players would never need 
to modify these settings to 
enjoy Zen Pinball 2, but the 
hardcore pinball aficionado will 
be glad Zen Studios saw fit to 
include them, nonetheless. 

Ultimately, Zen Pinball 2 is 
an impressive simulation of the 
real deal; your only deciding 
factor in making this purchase 
should really be, "how much do 
| enjoy pinball in the first 
place?" Almost anyone, from 
Soho down to Brighton, will get 
their money’s worth by only 
purchasing one or two of the 
tables. Only the most ardent 
Pinball Wizard, however, should 
look to acquire more than a 
couple. - ROBERT 


RECOMMENDED 


24 ISSUE #2: A CELEBRATION OF SEQUELS 
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GAME: ZEN PINBALL2 TYPE: PINBALL TABLE BUNDLE PRICE: $9.99 
The very first Marvel Pinball package makes its debut on Wii U and 
brings four classic tables to the front: Blade, Iron Man, Spider-Man 
and Wolverine. To kick things off, the Iron Man table doesn’t quite 
hold up. It presents the slick and technical nature of Tony Stark’s 
cybersuit-wearing alter-ego, but there are barely any impressive 
moments to be seen while he's around. The other three tables, on 
the other hand, are winners — each one brings out the best of its 
particular superhero. My personal favorite is the Spider-Man 
cabinet, in which Peter Parker has to web-sling his way to victory in 
clashes against his various arch-nemeses, like Doctor Octopus. In 
Wolverine, this theme continues as you go through various missions 
and meet the likes of a towering Sentinel. Then, in Blade, things are 
crazier still as you'll have to duke it out with an entire undead army 
in the darkest alleyways of New York. This bundle may be the oldest 
of the bunch, but it’s still one of the best! - DAAN 
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MARVEL PINBALL: 
Ф 

AVENGERS CHRONICLES 
GAME: ZEN PINBALL2 TYPE: PINBALL TABLE BUNDLE PRICE: $9.99 
This pack includes four different quests for you to tackle — The 
Avengers, World War Hulk, Fear Itself and the Infinity Gaunlet. In 
the first table, you fight alongside the Avengers and defeat the 
great and powerful Loki. Every member of the iconic group has its 
own ball and set of rules, which changes up some of the progres- 
sion elements and makes it fresh every time you play. World War 
Hulk is very neat as well, as your favorite heroes have to duke it out 
against the not-so-jolly green giant. There's some great talk among 
the different characters, and, along the way, you will discover some 
fun minigames to play. Fear Itself feels pretty basic, with no really 
big highlights or fun moments to make it all that memorable. 
Inifinity Gauntlet is fun at first, but there aren’t many secrets, which 
makes you feel done with it rather quickly. Think this one over well 
before purchasing. - DAAN 


Wii U DLC 


ZEN CLASSIC PACK 


GAME: ZEN PINBALL 2 TYPE: PINBALL TABLE BUNDLE PRICE: $9.99 


The Zen Classic pack comprises El Dorado, V12, Tesla and Shaman – 
four tables originally created for Zen Pinball 2's 2009 predecessor. 
The selection of tables on offer here is a somewhat simpler affair to 
the showboating of, say, the Marvel pack, for better or worse. While 
this renders this pack the most authentic (each could easily work as 
a real-world table), the simplicity unfortunately also provides these 
tables with the least longevity overall — it isn't long until you've 
seen everything these four can offer, and at a $10 cost of entry, 
that's disappointing. Steampunk-science board Tesla is definitely 
the most interesting of the selection, with dated machinations 
pushing the ball through loops and around the table. El Dorado and 
Shaman, however, are entirely unmemorable and possibly the most 
generic of all the currently available tables. None of the tables here 
are Dad, per se, but this uninspired pack should definitely not be 
your first port of call for Zen DLC. - ROBERT 


Wii U DLC 


MARVEL PINBALL: 
Ф 
VENGEANCE & VIRTUE 
GAME: ZEN PINBALL 2 TYPE: PINBALL TABLE BUNDLE PRICE: $9.99 
This final bundle once again includes four tables: X-Men, Moon 
Knight, Thor and Ghost Rider. We start with the X-Men, which pits 
Professor X against Magneto in a gigantic clash, while others from 
the X books constantly pop up. There are some creative missions in 
which, for example, some metal passageways break apart. Another 
great table is Moon Knight, which quickly turned into my favorite of 
this group — it opens with an awesome intro and there are a lot of 
enemies to fight along the way. Ghost Rider was possibly the most 
interesting looking table, but at the same time, it was the least 
interesting one to play. It’s a very unsettling mess in places and it 
doesn’t make it very clear where you should go. Finally, there’s 
Thor, which is a crazily fast and wicked table. You'll have to fight 
against Loki by using precise movement and constantly hitting 
marks across the field. A fun package overall! - DAAN 
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EXCALIBUR 

GAME: ZEN PINBALL2 TYPE: 
PINBALL TABLE PRICE: $2.99 
Excalibur is a compact table 
that could serve as a good 
introduction for beginners to 
the whole Zen Pinball craze — 
and it still packs a nice punch, 
even while it's relatively small 
compared to most others. 
Expert players might want to 
spend their DLC dollars on a 
more advanced option, though. 


PARANORMAL 
GAME: ZEN PINBALL 2 TYPE: 
PINBALLTABLE PRICE: $299 


The haunted house-themed 
Paranormal has a lot of com- 
plexity going for it, and there 
are lots of fun tricks done with 
the ball. That said, the table 
elements aren’t explained well, 
and it doesn’t showcase fun as 
well as several other tables 
available for Zen Pinball 2. A 
mixed bag. 
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PLANTS vs. ZOMBIES 
GAME: ZEN PINBALL2 TYPE: 
PINBALL TABLE PRICE: $2.99 
Plants vs. Zombies provides a 
new spin on the pinball 
formula with a currency and 
upgrade system, as well as the 
threat of the approaching 
undead to contend with. As a 
solid concept that couldn't 
work on a real table, Plants vs. 
Zombies is one of the most 
enjoyable add-ons available. 


EARTH DEFENSE 
GAME: ZEN PINBALL2 TYPE: 
PINBALL TABLE PRICE: 5299 
This is quite a stunning table 
as far as visuals are concerned, 
with a lot of fun futuristic 
elements thrown into the mix. 
You have to try and survive 
various missions in which you 
fight against a robot invasion 
and try to save many citizens 
as humanly possible! Will you 
be able to defend the Earth? 


SORCERER'S LAIR 
GAME: ZEN PINBALL2 TYPE: 
PINBALL TABLE PRICE: $2.99 
Sorcerer’s Lair is all about 
exploration and finding various 
secret passageways in an 
insane magical labyrinth. The 
visual style pops — it looks like 
a gigantic storybook — and it 
comes complete with mysteri- 
ous music and the constant 
feeling that you are being 
watched. Fun stuff throughout! 
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GAME: ZEN PINBALL2 TYPE: 
PINBALL TABLE PRICE: $2.99 


Out of all the tables available 
for individual sale, Mars is the 
most underwhelming — it’s just 
less of a visual spectacle than 
the others. Once the action 
gets going, some cool effects 
do show up and things get a bit 
more lively. But with so many 
other, more interesting 
options, Mars isn’t worth a buy. 


Es = 
FANTASTIC FOUR 


GAME: ZEN PINBALL2 TYPE: 
PINBALL TABLE PRICE: $2.99 

If you're a fan of the Four, then 
you'll have a fantastic time 
with this table. Every member 
of the team has their own skill 
shot area in which a challenge 
will constantly await you. 
There are also six very neat 
missions which utilize the 
characters well. It’s clobberin’ 
time! 


EPIC QUEST 
GAME: ZEN PINBALL2 TYPE: 
PINBALL TABLE PRICE: $299 


Epic Quest centers around 
Max, a knight who's currently 
on his way to slay some evil 
monsters and save a lovely 
princess. What makes Epic 
Quest a great experience is 
that it involves leveling up Max 
by completing various missions 
throughout. A unique hybrid of 
pinball and RPG elements! 
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CAPTAIN AMERICA 
GAME: ZEN PINBALL2 TYPE: 
PINBALL TABLE PRICE: $2.99 
Finally, on the Captain America 
table, you'll find quite a variety 
of missions to overcome — and 
you'll have to use some very 
tricky moves as well. Fighting 
the evil Baron Zemo while 
trying to balance your shots 
properly is a challenge, and 
success lets you show off Cap’s 
true glory! 
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THE LEGEND OF ZELDA: 


THE WIND WAKER HD 


When the GameCube classic comes to Wii U this Fall, its clear blue sea will get even clearer. 


IF THERE’S ONE major drawback 
with the consistently fantastic Legend 
of Zelda series, it’s that such brilliance 
takes time to develop. Long intervals 
between releases are par for the 
course, so after the release of the Wii’s 
Skyward Sword, few people were 
expecting another console Zelda title 
in the pipeline immediately after. 

It would be an understatement to 
say we were surprised, then, when 
Zelda producer Eiji Aonuma took to 
the stage in a Nintendo Direct to 


announce The Legend of Zelda: The 
Wind Waker HD. Apologizing for the 
inevitable lengthy wait for the next, 
truly new installment of the Hylian 
hero’s adventures, Aonuma presented 
screenshots of a familiar but notice- 
ably improved Windfall Island. 
Apparently, these HD images came 
from the Zelda Wii U team experi- 
menting with importing the older 
games into an HD engine. Aonuma's 
crew were so impressed by how Wind 
Waker translated into a high-definition 
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environment, he informed us, that 
they decided to pursue this concept as 
a full remake. 

The Legend of Zelda: The Wind 
Waker, originally released 10 years 
ago for Nintendo's GameCube, will 
always be remembered for its unique 
art style. Discordant with the (at the 
time) realistic graphics we were shown 
in a prior technical demo, Wind Waker 
eschewed human proportions and 
gritty textures for a bold, cel-shaded 
cartoon look. Aonuma's newly- 


updated images take the game and 
apply an overall spit-shine - environ- 
ments look more vibrant, with charac- 
ters themselves possessing an almost 
clay-mation appearance. The images 
do look a little bright with perhaps 
excessive bloom, but we hope this will 
be rectified before the game's release, 
which Iwata cheerfully added will be 
coming this Fall. - ROBERT 


NINTENDO 


WORD NINTENDO 


FALL 2013 


MONOLITH 
SOFTSX 


EARLIER THIS YEAR, the world got 
its first look at the enigmatically titled 
"X," an upcoming Wii U project from 
Monolith Soft (the developers of the 
critically acclaimed Xenoblade 
Chronicles). While the game's debut 
trailer was just over a minute in 
length, it featured some of the most 
breathtaking visuals in a Wii U title to 


fans noticed a chat box in the bottom- 
left corner of the screen, suggesting a 
multiplayer component. Likewise, the 
towering creatures gave the game a 
decidedly Monster Hunter-like flair, as 
did the enhanced combat system, 
which looks like it'll allow players to 
focus their attacks on specific parts of 
the leviathans' bodies. The interface 


date, with large, varied environments 
and towering, dinosaur-like monsters, 
just as you'd expect from the studio 
behind Wii's sprawling techno-fantasy. 
It also raised some interesting 
questions, particularly about the 
nature of the game. While the 
gameplay was immediately reminis- 
cent of the studio's Wii effort, astute 
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was also suspiciously similar to 
Xenoblade's, with each character's 
skills lined up along the bottom of the 
screen just as they were in the Wii 
title. 

Perhaps the most intriguing 
element of the game, though, was the 
inclusion of mechs. (Xenogears, 
anyone?) It seems players can hop into 
these suits to expedite their travels, 
using their built-in thrusters to soar 
through the air or glide over bodies of 
water. The mechs also serve a more 
utilitarian purpose, giving you some 
extra firepower to take on the lumber- 
ing beasts that roam the land. 

Beyond that, however, there’s very 
little we currently know about X, which 
makes the wait for concrete details all 
the more excruciating. Will the game 
support online co-op, as the initial 
footage seems to suggest? Will it be а 
direct follow-up to Xenoblade, or an 
all-new property? And who is that 
character at the end of the trailer, the 
one who bears a striking resemblance 
to Shulk? Hopefully we won't have to 
wait too long to find out. - KEVIN K. 


PUBLISHER: NINTENDO 
DEVELOPER: MONOLITH SOFT 
RELEASE: TBA 


LEGO CITY UNDERCOVER: 
THE CHASE BEGINS 


ITS BEEN A while since we've heard anything about this 3DS-bound spin-off of the newly-released 
LEGO City Undercover for Wii U, but Nintendo's finally revealed some details. The Chase Begins follows 
Chase McCain as he's just starting out as a cop in LEGO City. The game seems to offer the same open 
world as the Wii U game, but this younger version of Chase will have to 
3р5 TTFUSION work to build his street cred before he can become the legendary cop of 
his later years. Look for our full review in our next issue! - 


DAAN 
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DONKEY KONG COUNTRY 


RETURNS 3D 


DONKEY KONG COUNTRY RETURNS was released in 
November 2010 for the Wii and immediately gained a positive 
critical reception worldwide. The game captured much of the 
magic from Rare’s original Donkey Kong Country trilogy, while 
also keeping itself unique enough to feel like Retro Studios’ own 
work. You could swing through the jungle on vines, fly through the 
air on a rocket or race down the tracks іп а minecart. You could 
journey solo, or with a second player tagging along as Diddy Kong. 

Now, after selling over five million copies worldwide and 
becoming one of the Wii's most successful games ever, DKCR is 
being ported to the 3DS under the title Donkey Kong Country 
Returns 3D. Monster Games, the team responsible for 3DS launch 
title Pilotwings Resort, are handling development duties - and we 
won't have to wait long to see the final results of their hard work, 
as the game's scheduled for release this May. 

Although Nintendo has described this port as being "rebuilt 
from the ground up" for the 3DS, it's currently unknown what 
changes or enhancements this port will receive — other than the 
obvious addition of stereoscopic 3D effects. This encore appear- 
ance could fix a few issues found in the original, though. For 
example, the Wii version required unnecessary motion-control 
movements to trigger certain techniques. If the 3DS port maps 
those moves to simple buttons, this could be the definitive edition 
of an already masterfully 
crafted game. 3DS 
- EMILY 


NINTENDO 
MONSTER GAMES 
MAY 2013 
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YARN YOSHI 


KIRBY AND YOSHI have a lot in 
common. Both can eat enemies and gain 
powers from them, both have limited 
flight capabilities, both come in multiple 
colors, and both have been known to 
transform into various vehicles. HAL 
Laboratory and Good-Feel, the creators 
of Kirby’s Epic Yarn, must have realized 
this as well, because their next project is 
a new Yoshi game with similar sew-and- 
stitch aesthetics. In actuality, Kirby’s Epic 
Yarn was a drastic pull away from the 
Kirby formula seen in most of his canon 
games, whereas this is a more natural 
progression for Yoshi. Yoshi’s games 
have long been known for their unique 
art styles, with Super Mario World 2: 
Yoshi's Island’s crayon-looking, hand- 
drawn style or Yoshi’s Story’s pop-up 
book backgrounds. Yoshi’s new game, 
judging solely from the scant few screen- 
shots Nintendo has released, is offering 
us more of a crocheted look. 


It’s so detailed and true to the craft, in 
fact, that some yarn-working artists have 
already suggested that they could build 
an actual pattern off of the Yoshi you see 
above. Fabrics, cushions and billowy 
trees make up the landscape, meaning 
we'll get to see a variety of different 
fabric crafts coming together to build 
Yoshi's new woven world. The only 
enemy we have seen so far is a Shy Guy, 
and they've always been a staple of the 
series (just never made of cotton before). 

If this isn't enough to get you excited, 
Takashi Tezuka, known for his involve- 
ment in earlier Yoshi games, is supervis- 
ing the project. So when can we expect 
it? Nintendo hasn't given us a release 
date beyond later this year - but, as any 
good knitter knows, quality handiwork 
takes time. - BRETT 

PUBLISHER: NINTENDO 


DEVELOPER: GOOD-FEEL 
RELEASE: TBA 2013 


RESIDENT EVIL: 


CAPCOM RECENTLY TRIED to unite 
Resident Evil’s old-school horror-focused 
fans with its more action-loving players 
using two very different games. While 
Resident Evil 6 ended up a bloated, dis- 
appointing mess, Resident Evil: 
Revelations went on to find critical favor 
and modest profit, despite the limita- 
tions of being a 3DS exclusive. That’s 
probably why Capcom is working to bring 
he game to a new audience with an HD 
remake, featuring new enemies, new 
content for the online cooperative 
score-attack Raid Mode, new weapon 
parts, a new "Infernal" difficulty setting 
and Off-TV Play. The game’s new textures 
look beautiful and the gameplay is as 
well balanced as ever. Things alternate 
between tense, claustrophobia-driven 
episodes featuring series mainstay Jill 


REVELATION 


Valentine and more action-focused flash- 
back sequences featuring multiple 
playable characters and settings. The 
game's enemies are fueled by the new, 
watery T-Abyss virus. These sloppy jerks 
mix the creeping death feel of classic 
Resident Evil zombies with the unnatural 
movements of Silent Hill's resident 
nurses, all with a dash of leech-face on 
the side. The game feels much more loyal 
to series greats RE2 and REA than the 
power-sliding, melee-focused, rapid-fire 
REG. Like others have said, Revelations is 
the game RE6 should have been. It's a 
shame that Capcom never put a Resident 
Evil game like this on the Wii, but better 
late than never, right? - JONATHAN 
PUBLISHER: CAPCOM 


DEVELOPER: CAPCOM 
RELEASE: MAY 2013 


MARIO GOLF: 
WORLD TOUR 


IT WAS A shock to everyone when Nintendo revealed during 
February 14's Nintendo Direct that Camelot is making a new entry 
in the Mario Golf series for 3DS, due out this Summer. The game, 
called Mario Golf: World Tour, was given a short trailer, and aside 
from that, details are scarce - even though the game is coming 
out in less than six months. 

Obviously, players will enjoy taking Mario characters through 
golf courses with lovely Mario series references. The goal, accord- 
ing to Nintendo Global President Satoru Iwata during the Direct 
event, is to appeal to both players who want simple mechanics 
and ones who want complexity. He also noted that the game will 
feature traditional golf courses in addition to the ones filled with 
warp pipes, Goombas and other Mario tropes. 

It is unknown if the game will employ the beloved RPG 
gameplay that Camelot brought to Mario sports games on Game 
Boy Color and Game Boy Advance. Given the lack of such a 
campaign in Camelot's 2012 3DS release Mario Tennis Open, it's 
doubtful we'll see one here. Regardless, a few characters were 
confirmed, including Mario, Luigi, Donkey Kong, Wario, Waluigi 
and Bowser. 

Regardless of what features are ultimately present in the 
finished product, we can at least be relieved the the long Mario 
Golf drought is finally coming to an end - this will be the first new 
Mario Golf game to come out since 2004's Mario Golf: Advance 
Tour on Game Boy Advance. After nearly nine years of waiting, a 
few more months won't hurt too much. But if you're eager to get 
started early with on-the-go golf, check out Mario Golf's 8-bit era 
predecessor, NES Open Tournament Golf, on sale as a 3DS Virtual 
Console game right now. 
- NEAL 


NINTENDO 
CAMELOT 
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Trailing Link and still plotting his defeat. Back in Dracula's head after brief solo career 
Attempts have been unsuccessful. (ый still making appearances in later Castlevania). 
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The most traditional approach to 
sequel-making is to create a direct, 
numbered sequel - you take your first 
game's name, slap a 2 behind it and 
go to work trying to catch the same 
lightning in a bottle twice. Within the 
broader category of Numbered 
Sequels, though, there are still several 
different paths forward that develop- 
ers must consider. Do they simply 
iterate the same style of gameplay 
from the first game, trying to tweak it, 
polish it, make it better than before? 
Or do they alter fundamental mechan- 
ics in the name of innovation, and risk 
alienating those who loved the first 
one just as it was? Several series 
avoid using numbers for their sequels 
to avoid that very issue, though a 
notable recent exception happened 
with Pokemon's first-ever "2." 
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Prequels are the reverse case of tradi- 
tional, numbered sequels, as with 
these you're not going from 1 to 2 - 
you're going from 1 back to O. This 
approach is almost always selected to 
serve an on-going series' storyline, as 
the prequel concept is inherently 
chronological — you making a prequel 
is you wanting to turn back the clock 
on the franchise's narrative and tell a 
tale that took place before the events 
of your original game. A major 
example of this practice in recent 
years is seen in the Professor Layton 
series, which brought us a trilogy of 
three titles starring the puzzle-solving 
professor and his assistant, Luke. The 
fourth game, though, rewound the 
story back to before they had even 
met each other - so fans could 
witness their first meeting. 
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GAIJIN GAMES 


THE DEVELOPERS OF San 
Francisco’s Gaijin Games aren’t rookies 
when it comes to sequels. They cut 
their teeth making the six-game 
Bit.Trip opus, which brought together 
mostly disparate games under a 
unified style and story. Retro-fueled 
and with simple mechanics, the series 
came out on WiiWare over a two-year 
period beginning in early 2009. The 
titles ranged from games that draw 
comparisons to Pong like Bit.Trip Beat 
and Bit.Trip Flux to twists on the 
shooting genre like Bit.Trip Core and 
Bit.Trip Fate. Following a rigid release 
structure of one game every three 
months, making the series happen 
meant enduring a non-stop develop- 
ment period in which the small team 
put out five sequels in record time. 

"The biggest challenge was to stay 
fresh," Gaijin Games co-founder Mike 
Roush noted. "The actual gameplay 
mechanic implementation was not as 
hard as keeping up the stamina to 
make great games. After you get a few 
good game review scores, it's hard to 
release a stinker." 

After two years of Bit.Trip mayhem, 
Gaijin then went right into production 
on the Wii and 3DS compilations of the 
series, Bit.Trip Complete and Bit.Trip 
Saga. According to Roush, that also 
killed him, fellow co-founder Alex 
Neuse and staffer Andrew Hynek. The 
final Bit.Trip game came out in 
February 2011, and Complete and 
Saga launched in September. After 
two and a half years of crunch time, 
Gaijin was looking for something 
slightly less stressful, so they began 
development on what would become 
Bit.Trip Presents: Runner2, Future 
Legend of Rhythm Alien. 

"We wanted to have a lot of fun. 
Bit.Trip Runner was a blast to work on, 
simple fun and honest in its execution. 


We ended the Bit.Trip series, which 
was a lot of sleepless nights and 
endless crunching," Roush explained. 
"We were really needing to decom- 
press and get some joy back into our 
game developing." 

When you enter into a strict three- 
month development cycle for six 
games, you don't have a lot of time to 
polish art or gameplay. As the studio 
began development on Runner2, 
Neuse and Roush made the following 
mandate about the game's develop- 
ment: "This game is done when it's 
done." That mindset, according to 
Roush, made a sizable difference in 
making Runner2. 

"Our main goal for Runner2 was to 
make humans all over the world 
happy and to put some color and fun 
into peoples' lives," Roush elaborated. 
"We really wanted to iron out the 
gameplay and make the difficulty 
curve less drastic but still a chal- 
lenge." In Runner2, the team sought to 
make it gentler, making a game that 
appealed to both hardcore and casual 
gamers. 

With Runner2 now in the Wii U 
eShop, among other platforms, Roush 
and company believes that they suc- 
ceeded in their sequel goals. Now, 
where might Gaijin Games go next? 

If they stick to sequelizing the Bit.Trip 
series, Roush champions Bit.Trip Core, 
the series' second release: "Core is a 
game that would be fun to make with 
a more modern aesthetic. | personally 
have a hard time playing Core, but I 
think it would be amazing." 

That might not be the direction 
they go, though, and they might just 
make something totally out of their 
Bit.Trip wheelhouse. But no matter 
what they do, Gaijin Games knows how 
to make sequels of all shapes and 
sizes. - NEAL 
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ZEN STUDIOS 


ZEN STUDIOS HAS carved an inter- 
esting niche for themselves since their 
inception in 2006. While they continue 
to dabble in more traditional games, 
such as Ghostbusters on DS back in 
2009 and the upcoming CastleStorm 
for 3DS, their main focus has been on 
the Pinball FX and Zen Pinball series, 
which have become more of their own 
game platform than typical stand- 
alone games in their later iterations. 

In 2012, after releasing Zen Pinball 
3D and Marvel Pinball 3D as four-table 
packages, the company released Zen 
Pinball 2 on PlayStation 3 and Vita as 
a free download, something they 
hadn't done before. Creative Director 
Neil Sorens explained that they 


We also wanted players to be able to 
try out any table before buying." 

Zen Pinball 2 is now also available 
for free on Wii U in Europe and North 
America, and the game is more or less 
the same as its Sony system counter- 
parts. So outside of new consoles, 
what exactly brings about the urge to 
iterate on a service-like experience 
like Zen Pinball? 

"A sequel is the chance to do all 
those things we wanted to do in the 
previous game but for time or other 
reasons weren't able to include," 
Sorens elaborated. "It's also a chance 
to make changes based on player 
feedback, observations of player 
behavior, and so on." 


features Off-TV Play, allowing players 
to play solely on the GamePad. 
Sequels for Zen Studios' pinball 
properties are "less substantial by 
design," according to Sorens. The 
focus is on selling contents and not 
games, which is a peculiar business 
model that is becoming more normal 
as the days go by. This method allows 
Zen Studios to focus on the next 
version of the game while they 
produce more content in the current 
platform. Cross-compatibility makes 
these free iterations even more ben- 
eficial for both creator and player. 


ironed out down the road. In the 
future, expect Zen Studios to add more 
content to the Wii U platform, and 
bring DLC to the 3DS version of the 
game. All the while, the Hungarian 
development team will probably be 
tinkering away on Zen Pinball 3 - or 
whatever else might come next from 
them. - NEAL 


offered the game for free "so that 
players could buy only the content 
they wanted, rather than having to 
buy four tables they might not want 
in order to access the other content. 


Zen Pinball 2 debuted on Wii U with 
26 playable tables, all with a free trial. 
The infrastructure to buy these tables 
is a bit clunky as of writing, but 
perhaps some of the snags will be 


In addition to a refined physics 
engine, Zen Pinball 2 also adds more 
social and competitive features that 
make high scores more worthwhile to 
go after. The Wii U version also 
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TWO TRIBES 


IN 2001, THE young company Two 
Tribes brought their first-ever project 
to Nintendo’s Game Boy Color. The 
game, Toki Tori, starred a young chick 
who went through a cadre of puzzling 
platform challenges. 

"When we made the original Toki 
Tori, it sort of became this game by 
accident," Two Tribes’ Co-Founder 
Collin van Ginkel recounts. "There was 
no design document and | cannot 
recall thinking too deeply about the 
design, to be honest." 

Now, in 2013, after 12 years anda 
remake or two, Two Tribes is bringing 
Toki Tori 2 to Wii U at the end of 
March. The long road to their first 
sequel began a few years ago, with the 
creative minds trying to figure out 
why Toki Tori developed such a follow- 
ing over the years. 

"[We] really had to look at it from 
an outside perspective," van Ginkel 


explained. "We asked our fans to tell 
us what they liked and what they did 
not like and used that to write up 
some core ideas that made Toki Tori 1 
fun." 

Those key tenements were: Big 
WTF moments followed by big eureka 
moments, fair and transparent 
puzzles, no obtuse, hidden stuff, and 
the game’s overall ignorant, enthusi- 
astic and silly design. And with that in 
mind, they tackled Toki Tori 2 - a 
project that has been delayed for an 
entire year. 

Part of the reason for that delay is 
that, over the course of Toki Tori’s 
release and remakes, they had milked 
every bit of gameplay potential from 
the concept. 

"We were totally free in coming up 
with a new game experience," van 
Ginkel detailed. The team had to add 
new concepts to the sequel, with the 


во. 
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only remaining aspects being basic 
design principles, such as the way the 
levels are constructed (with tiles) and 
the fairness of the game’s puzzles. 

"It’s not a matter of what to tweak 
or improve. Our goals were to make a 
game world that feels alive and allows 
new players as well as puzzle veterans 
to have a lot of fun," van Ginkel con- 
cluded. "Not just from solving the 
puzzles, but simply by interacting with 
the creatures found in the game." 

So, Two Tribes’ take on a sequel 
was to make a new experience that 
just retained the attitude of the 
original. In the current landscape of 
iteration, it certainly is a noble idea, 
and we'll see how it works when Toki 
Tori 2 launches in the Wii U eShop. 

- NEAL 
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RENEGADE KID 


MUTANT MUDDS 2 is the sequel 
that most people have on their minds 
when thinking about Renegade Kid, 
but the makers of Max first went 
through the sequel process back in 
2010. That’s when they followed up 
their debut game, Dementium: The 
Ward, with a sequel, aptly titled 
Dementium ІІ. The primary approach 
for that sequel, according to studio co- 
founder Jools Watsham, was variety. 
"Variety with player abilities, 
weapons, environments, enemies, 
everything. | think we definitely 
achieved that goal," he detailed. "І am 
extremely proud of what the team 


HEALTH 


accomplished with Dementium ІІ. The 
difference between Dementium: The 
Ward and Dementium II in terms of 
the variety of elements the player is 
introduced to is pretty incredible." 
That mindset of varying up the 
style and giving players more options 
seems to be the basis of Watsham and 
Renegade Kid's goal for sequels 
overall. "Being creative within an 
established structure is a wonderful 
and unique chance to take a game to a 
very special place," Watsham trum- 
peted. It is, after all, much easier to 
iterate on and cultivate a defined 
world than it is to start from scratch. 


SHANK 
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"Some teams tend to reinvent a 
game when it comes to a sequel, 
which | can understand and see the 
appeal in," he said. "But | prefer to try 
and identify what works with the 
game and leave that be and focus on 
improving its shortcomings and 
adding new experiences that take the 
existing game further than before." 

In Mutant Mudds 2, the biggest 
addition will be boss encounters. 
Watsham believes boss fights will add 
a "new sense of grandeur to Max’s 
adventure," introducing some needed 
variety. New power-ups are also possi- 
bilities, and, without a doubt, more 
pesky Mutant Mudds will pop up in 
new areas, forcing the series to move 
to new lands. 

Renegade Kid's take on sequels is 
focused on taking the mechanics of 
the previous game and adding more 
variety, better pacing and more 


content. This is definitely more in line 
with how we commonly see sequels 
develop. Look no further than Super 
Mario Galaxy 2, New Super Mario Bros. 
U, Wii Sports Resort or even older 
games such as The Legend of Zelda: A 
Link to the Past. 

However, Watsham still has a regret 
over a potential sequel to their 2009 
DS title Moon. 

"We had always planned to make a 
sequel to Moon, but that seems 
extremely unlikely at this point due to 
its ties with the publisher," he said. 
"Perhaps we'll attempt to buy the 
sequel rights back from Mastiff one 
day. Not sure. Having said that though, 
we are pouring all of our efforts and 
desires into our new first-person 
shooter for the 3DS. If people like our 
new FPS, then we'll have complete 
freedom to continue to support that 
game with sequels and such." - NEAL 
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NINTENDO SDS. 


OUR PICKS 


Super Castlevania IV 


Sequel names don’t get any more confusing than 
Super Castlevania IV. While labeled as the 4th 
entry in the series, Super Castlevania IV is 
actually a retelling of the first Castlevania game. 
Odd titling aside, Super Castlevania IV stands out 
as one of the best sequel experiences | can 
remember. A true showcase of the Super 
Nintendo's power and smart game design, Super 
Castlevania IV stands the test of time as one of 
the series’ most pure experiences. 

Additions like the multi-directional whip let 
you attack enemies from any direction as you 
tackle some fantastic platforming level design. 
You'll visit a ghostly library, a cove filled with 
treasures, a massive clock tower and more. An 
absolutely stellar soundtrack accompanies your 
journey, which includes remixes of famous tunes 
alongside new tracks that'll stick with you. Even 
the Super Nintendo’s Mode 7 abilities are put to 
use in amazing showpiece moments like spinning 
rooms and transforming enemies. Truly one of 
the ultimate examples of what a sequel should 
be. - KEVIN С. 


The Legend of Zelda: 
Link's Awakening 


Game Boy Classic Link's Awakening may have 
started life as a portable equivalent to A Link to 
the Past, but this quirky adventure ended up 
taking on a life of its own with odd characters, 
hilarious sidequests, numerous Nintendo in-jokes 
and a much lighter tone than the SNES favorite. 
When the most powerful enemy in the game is a 
shopkeeper that will instantly kill you if you steal 
his wares and return to try it again, you know 
you've got a weird one on your hands. Link's 
Awakening is an absolute classic, and an 
unmissable gem on the Game Boy. - ROBERT 


Pokémon Gold 


and Silver 


No sequel (or, more accurately, pair of sequels) 
has ever left quite as much of an impression on 
me as Pokémon Gold and Silver. While their pre- 
decessors Red and Blue established many of the 
conventions that would come to define the series, 
Gold and Silver improved on them in every way 
imaginable, giving fans a new, distinctive region 
to explore (brought to life by the Game Boy 
Color's expanded color palette), 100 new 
monsters to capture, new tweaks to the battle 
mechanics and the ability to breed Pokémon. 

But the biggest change that Gold and Silver 
brought to the series was the day and night 
system. By inputting the time at the start of your 
adventure, the games were able to accurately 
transition between day and night. This had a 
profound impact on the gameplay, as certain 
monsters (like the nocturnal Hoothoot) could 
only be found at specific times of the day, forcing 
you to wake up early or stay up late if you hoped 
to complete your Pokédex. It also allowed the 
games to include a handful of special events that 
would take place depending on the day of the 
week, furthering the illusion that Johto was a 
living, breathing world held in your hands. 

Best of all, trainers who conquered the Elite 
Four gained access to the entire region of Kanto 
(the setting of Pokémon Red and Blue) and an 
additional eight badges to collect. Not only did 
this make Gold and Silver the biggest Pokémon 
adventure in terms of scale, it reinforced the link 
between the games and their predecessors, high- 
lighting just how far we — and, by extension, the 
series itself — had come in two years. Later 
Pokémon titles would further iterate on these 
changes in their own ways, but none would have 
as much of an impact on the course of the series 
as Gold and Silver. - KEVIN K. 


Super Smash 
Bros. Brawl 


Super Smash Bros. Brawl is definitely 
one of my favorite sequels of all 
time. With over 40 stages, over 300 
songs, 27 assist trophies, 35 playable 
characters and a gigantic story 
mode, Brawl is a fun celebration of 
all things Nintendo. Even some 
third-party characters got to join in 
on the festivities! As someone who 
grew up with Nintendo games, they 
might as well have titled it "My 
Childhood: The Game." – LINDSEY 


F-Zero GX 


Though I risk rousing the ire of the Super 
Nintendo faithful, | must admit that | simply don't 
care much for the original F-Zero. Pancake-flat 
terrain? Only four racers to choose from? No mul- 
tiplayer? | wasn't having any of that. It wasn't 
until F-Zero X on N64 that I became a fan of the 
series. 

But F-Zero GX on GameCube? That may be the 
greatest racer of all time! Developed by Sega's 
Amusement Vision and sporting an infectious 
rock-techno soundtrack, GX captured high-speed 
thrills better than any of its predecessors. Each 
course was a rollercoaster, launching you 
through tubes and across wide chasms, where 
the slightest mistake spelled death. You sped 
along so quickly, you didn't even have time to 
admire the beautiful environments, which still 
hold up well to this day. And then there was the 
infamous story mode, featuring challenges so 
harrowing that clearing a single stage made you 
feel like a god. 

F-Zero GX. Simply perfect. - TONY 


Punch-Out!! 


Although Super Punch-Out!! was totally service- 
able, Next Level Games' 2009 sequel to 
Punch-Out!! blew me away completely. It was 
everything І wanted in a sequel to a game I com- 
pletely adored: it paid reverence to the legacy 
while also carving its own niche and place in 
history. Familiar characters returned, but in Title 
Defense mode, a lot of those characters were 
mixed up a bit, providing a whole lot of variety in 
the beautiful rhythm-based boxing game. 

- NEAL 
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1983 


Mario made his video game debut in 1981 
as "Jumpman," the hero of Nintendo's 
arcade hit Donkey Kong. In 1982, he took 
a turn as a villain — capturing the big ape 
and keeping him in a cage in Donkey 
Kong Jr. Nintendo then decided to flip 
Mario back over to hero status again in 
1983, and to help that happen they took 
the opportunity to expand his family — 
introducing his twin brother, Luigi. Mario 
Bros. was the name of the game, as both 
brothers hopped around a sewer, 

working to clear the pipes 

of enemies. Luigi, in his 

first appearance, was 

simply a palette swap of 

y his brother - but ina 
С classic commercial for the 
game's Atari port, he began 

to actually show signs of his 
scaredy-cat personality, crying out 
in fear, "Mario, where are you?" 


YEARS OF 


LUIGI 


BYLUCASM. THOMAS 


JU oes а 


1985 


All serious Nintendo fans in America 
have the date October 18, 1985 burned 
into their brains, as that was the day the 
8-bit NES first went on sale in the States. 
There's actually been a interesting 
debate going on recently about whether 
or not Super Mario Bros. was really there 
on Day 1 alongside the rest of the 
system's launch titles like Excitebike, Ice 
Climber and Wrecking Crew, but we're 
going to side with the "Yes, it was" camp 
and celebrate Luigi's Super 

debut under the '85 date. 
Our hero's color scheme 
was more white than 

green in this first trek 
through the Mushroom 
Kingdom, and he once again 
played no differently than 
Mario. But Luigi was dutiful 
here, always ready to jump 
into action as Player 2. 


1986 


Luigi took his first steps toward 
becoming a separate, unique character 
in 1986 - and he took them in slippery 
shoes. His lack of quick stopping power 

was one of the things that separated him 
from Mario in Japan's Super Mario Bros. 
2 (though that negative was balanced by 
the positive of him jumping much higher 
his brother). This wasn't the Super Mario 
Bros. 2 that America got, though. 


THANK YOU LUIGI? 


BUT OUR PRINCESS IS IN 
ANOTHER CASTLE? 


Luigi’s progress toward becoming his 
own man took a step backward in 1990, 
as after appearing with his own unique, 
individual sprite in Super Mario Bros. 2, 

Super Mario Bros. 3 just made him a 

mirror-image of Mario once again. No 
higher jumping, no taller depiction on- 
screen. Luigi was simply Player 2 again, 

only called into action when someone 
plugged in a second controller. 


FEATURES 


1988 


Luigi was the one swapped in for Mama 
in America's Super Mario Bros. 2 the next 
year, as her high-jumping skill called 
back to Luigi's legendary leaps in Japan's 
SMB2. A powerful vertical became a part 
of Luigi's character around the world, 
then, and verticality played into his new 
representation in-game, too - he was no 
longer a palette swap of Mario, but 
clearly visually taller than his brother. 


He'd helped rescue the Princess several 
times. He'd rescued his brother single- 
handedly. But in Yoshi's Island, Luigi 
experienced the other side of the 
equation when he became the one 
needing rescue instead. Baby Luigi was 
kidnapped, and it was up to Baby Mario 
and Yoshi to save him! 


1993 


Ten years after his debut as Mario's 
brother, Luigi was tasked with saving 
him. It was his first starring role! Luigi 
didn't actually get his name in the title, 
since Mario was still the marketable bro. 
But Mario is Missing! was all about our 
green-capped hero going on a quest 
around the world - and not the 
Mushroom Kingdom, mind you, but our 
world. Real-life planet Earth. (This was 
an edutainment title.) Not the biggest 
spotlight, for sure, but it was a start! 


ab стэмы 
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Mario Kart 64 put Luigi back into the 
driver's seat for a second spin around the 
Mushroom Kingdom, but right off the bat 
Luigi fans were greeted by a surprise – 
the game's very first track was Luigi- 
themed. The Luigi Raceway opened the 
Mushroom Cup - featuring Luigi signage 
and a Luigi balloon - and set a precedent 
for more Luigi courses in later sequels. 


AMUCLIPONA nin 


LUIGI RACEWAY Hy 
e 14 


We've reached the halfway point! And, 
appropriately enough, Luigi's 15th 
birthday marked a progress point of 
about halfway to where the character is 
today. He'd battled back and forth 
between being his own hero and just a 
clone of his brother, but was finally 
breaking out more and more consistently 
with each new release. 


It was clear that Luigi had been 
promoted to leading-man status in the 
year after Luigi's Mansion arrived, as 
elements of that adventure began to 
appear in other games - like the 
Gaddlight flashlight in Mario 
Party 4, which would, of (^ 
course, scare ghosts 
away. (2002 is also 
when the most modern 
remake of Super Mario 
World gave Luigi his 
most updated sprite. 
Progress!) 


FEATURES 


2000 


STOP! Waluigi Time. You know you've 
made it as a Nintendo hero when a 
"Dark" version of you shows up asa 

separate character, and that's exactly 

what happened for Luigi in 2000's Mario 

Tennis - the slender, twisted, entirely 
deranged Waluigi made his debut. 
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2005 


Luigi appeared in no less than 10 differ- 
ent games throughout the odd year of 
2005, and the oddest of all those appear- 
ances had to be when he went head-to- 
head against Kevin Garnett, LeBron 
James and the rest of the NBA's elite 
basketball pros in EA’s NBA Street V3. 
Through some kind of odd behind-the- 
scenes deal, Nintendo secured cameos 
for their mascots in this game in order to 
make the GameCube version more 
marketable. (It apparently worked, too.) 


2007 


The year Luigi turned to the dark side! 
Nintendo had been toying with this for a 
while - hinting at his jealousy of Mario, 

regularly making him the butt of jokes 

and sometimes having characters just 

outright forget who he was, often mis- 
taking him for his brother. It all came to 
a head in 2007’s Super Paper Mario, as 
Luigi went rogue, took up villainy 

and adopted the new, sinister 
personality of "Mr. L." (Now, 

granted, Luigi didn’t go 

bad of his own volition. 

He was a victim 

of a serious 
brainwashing. 

But the envy 
was lurking just à 

underneath the surface, 4 Q 

you know.) He returned to his e 
normal self by the end ... 


Having recovered his senses and turned 
back to the life of a hero, Luigi rejoined 
his sibling - and a pair of nameless Toads 
- for a new New Super Mario Bros. 
adventure in 2009. Nothing special 
defined Luigi's role, once again, but in 
putting in his time as a second fiddle one 

more time, he was readying 


> himself for а new era of 
recognition. 


2010 


And that new era, I'd argue, began with 
2010's Super Mario Galaxy 2. Luigi was 
unlockable in the first Galaxy, but its 
sequel let him gather some Power Stars 
on players' first time through the game, 
then made it quick to switch back and 
forth between the brothers via Starship 
Mario. It's the most prominent role 

he's ever played in one of the 3D 
platformers, and goes to show 
that Luigi's 
appeal has 
extended all 
the way into the 
most "core" of all 
Mario titles — it's 
a huge step up for 
the guy who 
was totally left 
out of both Super 
Mario 64 and Super 
Mario Sunshine. 


2012 


The Kitsune look then carried forward 
into last year's New Super Mario Bros. 2, 
finally giving Luigi just a bit of is own 
identity, even when the game design still 
calls for him to move and jump at the 
same speed and height as his brother. It's 
just as well, though, as after years of this 
dynamic being revisited, it's just become 
a demonstration of Luigi's greater flex- 
ibility when compared with his twin. He's 
a character that can be a second Mario 
when the occasion dictates, or have his 
own moves, or have his own entirely 
separate spin-off series that's nothing 
like Mario's traditional platformers. 
Luigi has become Mr. Versatility. 


FEATURES 


XENOBLADE 
. CHRONICLES 


The Wii poll began as a two-way battle 
' between ро) Берег Chido d The 
Last Story, but the fans cried out for 

> more options. After a reboot, Shulk's 
ФК epic adventure still claimed the top 
№ spot – but The Last Story was 
shoved aside by на 

Rhythm Heaven fans. 


RUNNER-UP: 
Rhythm Heaven Fever 


GAME OF THE YEAR 


The people have spoken! After 
announcing our intention to continue 
the annual tradition of honoring the 
previous year’s best games in our first 
issue, we took the voting online to our 
Facebook and Twitter pages and let 
you, the readers, decide which titles 
would reign supreme. Six polls were 
conducted altogether, pitting each 
system's games against one another in 
an all-out scramble for votes. 
Downloadable games had to fight it out 
regardless of format to declare the true 
overall eShop champion, and after the 
winners were determined in the first 
five votes, all of them went head-to- 

head again for the Overall prize. 


Here are the results! 


NINTENDO LAND 


Nintendos latest home console debuted only а 
month and a half before 2012 came to an end, but 
its launch lineup contained more than | 
enough worthy candidates for the award. 

The victory ultimately went to the pack- жа 

in title Nintendo Land for its excellence а 

in demonstrating the new GamePad p 
controller's caelibes and for just Шш .. 
being а great all-around party WNW — І 
вате. 


RUNNER-UP: 
New Super Mario Bros. U 


| GAME OF THE YEAR 


POKEMON BLACK 2 


& WHITE 2 


The original DS kept itself kickin, 
through 2012 with several notable 


AWARDS 


MUTANT MUDDS 


Few non-first-party games have been has universally 
embraced RÀ | of Nintendos fandom as the pixel- 
perfect platformer Mutant Мида, which went live 
in the 3DS eShop in January of 2012 but still 
managed to beat out all challengers that arrived in 


new games, even a year after the < nana; | 
3DS took over as Nintendo's newest the 11 months afterward. We'll be excited to see 
пе The | more of Mutant Mudds soon - Wii U eShop fans 

at will be getting a Deluxe edition of this award winner 
sometime in the next few months. 


ll came down to a 
tle between Pokemon, and the 
sequel pair managed orent out the | | 
original strategy spin-off. AT H 
i 19 r | /// RUNNER-UP: 
RUNNER-UP: w ў. Crashmo 
Pokémon Conquest 


| GAME 


EN 


OF THE YEAR 
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KID ICARUS: UPRISING 


This is how you handle a franchise revival. Kid Icarus was a 
dormant, untouched series for over two decades — but 
Masahiro Sakurai and his team brought Pit back with a 
vengeance, and an incredible amount of i for the 8-bit 
NES adventure that started it all. Nintendo fans, older ones 
in particular, absolutely adored it. A worthy winner! 


3DS RUNNER-UP: OVERALL RUNNER-UP: 
Zero Escape: Virtue’s Last Reward Xenoblade Chronicles 


OVERALL 


GAME OF THE Y 
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CASTLEVANIA III: 
DRACULA’S CURSE 
NES, 1990 
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FROM THE 1986 original to the 
newly released Mirror of Fate, 
Castlevania remains gaming’s premier 
name in action horror. It draws upon 
the myths and monsters from all of lit- 
erature and film to frame the everlast- 
ing struggle between the vampire- 
hunting Belmont clan and the Lord of 
Darkness, Dracula. Add to the mix a 
focus on challenge and deceptively 
deep combat, and you have a recipe 
for one of the most consistent game 
franchises of all time. 

But that doesn't mean the formula 
hasn't been shaken up from time to 
time. The differences in Castlevanias 
of old and those released in more 
recent years are so numerous that it's 
not uncommon to find fans firmly 
aligned to a single camp. 

Castlevania on the NES adhered to 
many of the common 2D platforming 
tropes of the age, but nonetheless 
staked a territory all its own. Simon 
Belmont was neither as speedy nor as 
agile as Mario - he shuffled along at a 
leisurely pace, his jump trajectory 
could not be changed in mid-air and 
his attack had a couple of wind-up 
frames from when the button was 
pressed to when his whip finally 
extended. This meant that every 
player action had to be all the more 
deliberate and precise. 

Some might consider this style of 
gameplay sluggish, but it forced you to 
think harder about how to approach 
individual obstacles. How would you 
close the gap between yourself and an 
enemy in order to minimize damage? 
Which sub-weapon would be ideal for 
a given encounter - the arcing Axe, 
the ground-covering Holy Water, the 
boomerang-like Cross? How would you 
properly time your jumps to avoid 
getting damaged by flying Medusa 
Heads? 

With such limited movements, 
recovering from even the smallest 
mistake was a challenge unto itself — 
but it was a challenge many gamers 
happily faced head-on. The result of 
these design decisions was a level of 


momentum that was unparalleled. 
Simon may have been slow, but in the 
hands of a skilled player he could 
easily march through the entire game 
almost without stopping. This flow 
instilled perseverance in the strug- 
gling player, because even after 
numerous deaths, the "right path" 
always seemed to be in reach. 

Successive entries built upon this 
foundation while presenting their own 
twists. Castlevania II: Simon's Quest 
traded the traditional level structure 
of its predecessor for a nonlinear open 
world and light role-playing elements. 
Castlevania III: Dracula's Curse intro- 
duced branching levels and multiple 
characters with unique playstyles. And 
the Game Boy installments condensed 
the NES action into portable-friendly 
form - albeit with mixed results. 

Then came Super Castlevania IV, 
which often ranks highly in many 
best-of Super Nintendo software lists. 
While the NES and Game Boy sequels 
retained the slow, deliberate pace of 
the first game, Super Castlevania IV 
altered the core mechanics with a 
focus on more streamlined action. 


Simon could now whip in eight 
directions instead of just front and 
back, and he had free mobility in 
mid-air. Players who were turned off 
by the forced limitations in earlier 
titles welcomed these changes, and 
the game as a whole benefited from 
more colorful graphics, improved 
audio, and of course those famous 
Mode 7 scaling and rotation effects. 

The next major title in the series 
jumped from the Nintendo hardware 
family to Japan's PC Engine. Akumajo 
Dracula X: Chi no Rondo - better 
known these days as Castlevania: 
Rondo of Blood - did away with Super 
Castlevania IV's changes, yet wasn't a 
complete return to the NES style 
either. Protagonist Richter Belmont 
moved and attacked with greater 
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urgency than Simon, and he could also 
perform an evasive backflip, which 
came in handy against his much 
deadlier opponents. The speedier 
gameplay opened up many new chal- 
lenges, though thankfully never at the 
expense of the series’ central tenets. A 
true refinement of the franchise 
formula, Rondo of Blood is another 
prime contender for best classic-era 
Castlevania. 

Castlevania: Bloodlines for the 
Genesis and Castlevania: Dracula X – 
the SNES remake of Rondo of Blood - 
kept the engine running a while 
longer, but a certain landmark 
PlayStation game was about to take 
the franchise down a completely dif- 
ferent road. (Though this old-school 
series style made a brief return in 
2009 with Castlevania: The Adventure 
ReBirth on WiiWare, should you find 
yourself feeling nostalgic.) 
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Released in 1997, Castlevania: 
Symphony of the Night marked the 
series’ shift towards more open-ended 
platforming - a structure not unlike 
that which defined Nintendo's Metroid 
series. The manner in which the game 
introduced the new "Metroidvania" 
direction was nothing if not clever. The 
opening act was actually a recreation 
of the final battle in Rondo of Blood, 
playing with your expectations - it 
seemed like this was going to be yet 
another linear quest with a Belmont in 
the lead role. 

But immediately after that first 
fight, the game changed direction 
entirely. You were given control of 
Alucard, Dracula's half-human, half- 
vampire son last seen in Castlevania 
III. He made a grand entrance by 
sprinting through a Transylvanian 
forest with the speed of a cheetah and 
breached the gates of his father's 
castle - now no longer delineated into 
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separate, distinct levels, but rather 
fully explorable. Each area was con- 
nected to the last and all were re- 
traversable at any time. Simon’s Quest 
had first utilized this kind of structure 
years earlier, but it was the only title 
of its era to do so. Symphony of the 
Night reclaimed the concept and 
carried it forward to become the foun- 
dation of a new era. 

Compared to the Belmonts, Alucard 
was faster, more graceful, and all 
around more powerful. Instead of a 
whip, he had access to an entire cache 
of weapons and armor. A key element 
of the game was managing your inven- 
tory, replacing old equipment with 
better gear, and experimenting to see 
which tools best suited your playstyle. 
Additionally, there was an experience 
system to improve your base stats, as 
well as items to raise your max health 
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and magic. Alucard could also tap into 
a wide variety of spells that allowed 
him to transform into a bat, summon 
familiars to aid him in battle, and 
more. These role-playing staples 
offered Symphony of the Night a high 
degree of customization — and invited 
the type of limited-equipment runs 
that players are fond of attempting. 

All that flexibility was reflected in 
combat and navigation, which 
honored the old Castlevania precept of 
maintaining momentum. While you 
could explore at your whim, the game 
still encouraged you to find an optimal 
path forward and still gave progress- 
focused players little need to break 
their stride. The halls of the castle did 
away with many of the platforming 
obstacles of games past, so should you 
choose to avoid combat entirely, there 
would almost always be a means to 
painlessly break through the enemy 
ranks. Passing through heavily forti- 
fied rooms was a very important 
strategy to master, as you would be 
backtracking through portions of the 
castle frequently in order to reach 
previously inaccessible areas. 

With so much content, Symphony of 
the Night brought Castlevania to the 
attention of players who valued 
freedom and exploration. So influen- 
tial was the game that it almost com- 
pletely supplanted the traditional 
style. Oddly enough, Symphony of the 
Night’s 2D successors would find their 
home in the portable space while 
home consoles were subjected to 3D 


gameplay experiments. Castlevania 
for the Nintendo 64 and its 
prequel/remake Castlevania: Legacy 
of Darkness tried to translate the 
series’ traditional platforming into the 
third dimension, but neither struck the 
same chord with gamers. When 3D 
Castlevanias were attempted once 
again with Castlevania: Lament of 
Innocence and Castlevania: Curse of 
Darkness on the PlayStation 2, it was 
Symphony of the Night that served as 
inspiration. 

Meanwhile, Castlevania: Circle of 
the Moon kicked off a trilogy of 
"Metroidvanias" on the Game Boy 
Advance, which were followed up by 
another such trilogy on the DS, 
capped off by Castlevania: Order of 
Ecclesia in 2008. While these entries 
did their best to keep the formula 
fresh, it wasn’t hard to notice the 
chinks in the armor. Notably, the 
games had a habit of reusing art 
assets from both Symphony and 
Rondo, and experience grinding and 
item farming became increasingly 
necessary when aiming for 100% 
completion - certainly a far cry from 
the relatively simple march-and-whip 
routine of the NES days. 

Of course, with Symphony of the 
Night turning 16 years old this year, 
it's becoming harder to claim it as 
truly the "Now" of the series any 
more. Its chapter, truthfully, seems to 
have come to a close. 

We now stand at the edge of a new 
era. In 2010, Castlevania: Lords of 
Shadow for PlayStation 3 and Xbox 
360 rebooted the franchise, with a 
focus on combo-based combat similar 
to modern action-adventure games 
like God of War. But its sequel, Mirror 
of Fate, is in many ways a marriage 
between the new Western style and 
elements of, yes, Symphony of the 
Night. Could this be an effort to bridge 
the otherwise dissimilar styles and 
attract both types of fans? Is it 
possible for new games to both follow 
an old template and coexist with the 
new Western direction? We'll find out 
- in the years ahead. м 
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The original vampire killer has been a part 
of Castlevania since the very beginning. 


Valiantly defeated Dracula and 
spread his body parts across 


WHAT A 
HORRIBLE 
NIGHT TO 
HAVE A 
CURSE. 


Was then forced to 
immediately retrieve 
the parts and resurrect 
him anyway 


ME 6189 STAGE 02 
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NES, 1987 

Simon's debut introduced us to the whip- 
wielding warrior who wasn't afraid to eat 
old meat he found in crumbling castle 
walls. And who would have thought that 
his adventure to kill a bunch of Universal 
Studios movie monsters would go on to 
have more than 30 sequels? 


the land to prevent his resurrection 


Landed a lead role on 
a new Saturday 
morning cartoon... 


„Dut was portrayed 
as a narcissistic moron 


NES, 1988 

Besides having his name in the title, 
Simon's second quest also established our 
hero further by making him a true man of 
exploration — as this was the first game in 
the series to move outside the castle walls 
and give us free reign to discover the 
Transylvanian countryside. 


lead role 
in the games 
to his grandpa 


Reclaimed the lead, and 
learned to whip in more 
than one direction 


Tbe townspeople be- 


came afraid of the 
Belmonts super-human 
power and asked them 
to leave the country. 
Fortunately 
Lost the the people 
found a 
тї аһ» 
Betmont, ca- 


114 Trevor. 


SNES, 1991 

The first thing we all want to do when 
playing a game about a whip-wielding 
person is to use that whip to swing froma 
thing to another thing. Simon’s athletic 
upgrade here made this the first game to 
let us live out our whip-swinging-from- 
things-to-other-things dreams. 
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CASTLEVANIA, NES, 1987 
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GameCube, 2003 (Only in Japan) 

Simon’s never appeared in Super Smash 
Bros., but a decade ago he did show up in 
this odd knock-off that pit him against 
other Konami icons, some Hudson heroes 
like Bomberman and the Transformers. 
The Transformers! He whipped Megaton to 
death! Must have been disappointing to go 
back to just hunting Dracula after this. 


Simon’s hair has varied wildly over the years. 
It’s been brown, blonde and red. It’s been short 
and long. And now, apparently, he’s also got 

a beard. Dude just can't settle on a style 

he likes. 


Furs were 
а added to Simon’s 
` look to make him 
= appear more 
; barbaric. 


Simon was intended 

to be the playable hero 
in 20105 Lords of 
Shadow before Gabriel 
Belmont was created 
for the role. Elements 
of both characters’ 
designs still reflect one 
another, like these 
gauntlets. 


"| will show you 
the might of 


House Belmont." 


Wii, 2008 


Simon is fiercely protective 
of this mirror shard, given 

to him by his father. It's a key 
plot point in Mirror of Fate. 


AND TM HERO 


SINON BELOW 


Though Simon and the rest of his 
extended family are clearly called 
by the last name "Belmont" today, 
he, like several other heroes 
who originated in the ’80s, 
suffered from a bit of name 
confusion early on. The 
credits sequence of the 
first Castlevania offers 
congratulations to Simon 
"Belmondo" instead. The 
family’s actually still 
called the Belmondos in 
Japan, but Simon doesn’t 
have the worst of it 

there — Trevor Belmont 
is known in Konami’s 
home country as "Ralph." 
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Passed down from Belmont 


to Belmont, the Vampire 
Killer whip is a legendary 
These boots were made for weapon of justice that’s 
walking, and not much else. brought defeat to Dracula 
Simon's stiff jumping and slow in the hands of several 
trudging pace defined the first different heroes throughout 
two Castlevania games. 


the ages. 
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NF: To start us off, what were some 
of the games that got you into devel- 
opment, and how did you get into the 
industry? 

| just turned 30 in 
November, meaning that many of my 
formative games are from 1990, plus 
or minus five years. | was always a 
fervent Nintendo loyalist and resisted 
even picking up a Sega Genesis con- 
troller! On the NES, | loved Super 
Mario Bros. 3, Zelda ІІ and Mega Man 2 
the most. On the SNES, I treasured 
Super Metroid and A Link to the Past. | 
was into games that perfectly 
matched their level design with their 
character mobility, as well as games 
that told their stories without exces- 
sive narrative. By the time I was in 
middle school, | knew that | wanted to 
make games. 

In high school I drew and wrote a 
lot, spent way too much time playing 
GoldenEye with friends, and made 
levels in Lode Runner and Duke 
Nukem 3D. | went to a small college 
where I focused on game design and 
development. 

When | got out of school, I started a 
tiny studio making mobile games with 
three other guys. We were called 
Happy Fun Team and we only put out 
one game: an Adventures of Lolo-style 
game with a Nightmare Before 
Christmas license applied. 

unfortunately, success wasn't in 
the cards and we had to close up shop. 

But there was a silver lining! I 
brought the games I'd worked on 
(both professionally and during 
school) and presented them to the top 
brass at WayForward. They were 
impressed enough to give me an entry 
level position and that's how I got 
started! 


Can you give us a quick recap of your 
time at WayForward? 

I started at WayForward in October of 
2006. | was brought on to oversee a 
potential project that never material- 
ized, but stayed on as Assistant 
Director once development on Contra 
4 began. After that, | went on to direct 
A Boy and His Blob (Wii), Batman: The 
Brave and the Bold (DS), Mighty Milky 
Way (DSiWare), BloodRayne: Betrayal 
(XBLA/PSN), and most recently, 
Double Dragon: Neon (XBLA/PSN). I've 
always tried to harness the energy of 
the team to make each game a col- 
laboration that's more than the sum of 
its parts. My team and | poured our 
hearts into these games, and I'm 
super proud of each entry in my 
oeuvre! 


Why did you end up leaving to start 
your own studio? 

It’s not just me leaving; Yacht Club 
Games is a tightly-knit team of top 
talent! We all are driven to work on 
original games in a deeply collabora- 
tive small team environment. 
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WayForward is an amazing place to 
work, but it’s gone from about 25 
people when | started to 80 or more 
people now. WayForward has also pri- 
marily developed licensed games as 
work-for-hire, whereas Yacht Club 
Games plans to focus on creating 
original games (although we wouldn't 
say no to the right retro revival!). We 
love the people at WayForward like 
our brothers and sisters, but now that 
the game industry is getting busted 
wide open by idealistic young 
upstarts, we thought we'd throw our 
hat in the ring! We're brilliant, agile, 
and ready to bet our livelihoods on the 
quality of the games we put out. 


What can you tell us about your first 
project? 
Our first game is called Shovel Knight! 
It's a sweeping classic action adven- 
ture game with awesome gameplay, 
memorable characters, and an 8-bit 
retro aesthetic. We are aiming to put it 
out for Steam, Wii U and 3DS. 

You play as the eponymous Shovel 
Knight, a small knight with a huge 
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quest. Wielding the Shovelblade (a 
multipurpose weapon whose tech- 
niques have now been lost to the 
ages), Shovel Knight has ventured into 
an oppressed kingdom with two goals: 
to defeat the evil Enchantress and 
save his lost beloved. Always honest 
and helpful, Shovel Knight is a shining 
example of the code of Shovelry: 
Slash Mercilessly and Dig Tirelessly! 
However, between Shovel Knight 
and his beloved stands a cadre of vil- 
lainous knights. These terrible foes, 
known as "The Order of No Quarter," 
have been dispatched to prevent 
Shovel Knight from reaching the 
Enchantress at any cost! 
Gameplaywise, Shovel Knight is a 
side-scrolling platformer with combat 
and exploration elements. Our inspira- 
tion comes from classic NES games, 
which means a few things. Shovel 
Knight's moveset is very concise: he 
can jump, run, slash and dig with his 
shovel, and do a downward thrust 
when airborne. From this base, we are 
designing the rest of the mechanics. 
As you explore each world, we want 
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you to be constantly surprised at the 
crazy cool stuff that your moves let 
you do. Flip over a beetle with your 
shovel! Slam down through layers of 
dirt like a hot knife through butter! 
Duel armored foes with expert 
slashes, down thrusts and evasion! 
Experimentation! Upgrades! 
Challenge! Crazy Bosses! Humor! Our 
gameplay is in the same vein as classic 
Mega Man, Castlevania or Mario. Add 
in a simple but touching story that the 
player experiences instead of watches, 
and we think we have a heartwarming 
winner on our hands! 


Why a shovel? What’s up with that? 
The gameplay came before the idea! 
We were at lunch, thinking about how 
awesome it would be if a game was 
totally centered around a downward 
thrust or a sword stab (this is typically 
the type of conversation we have!). So 
we talked more about that idea: 
digging, flipping things over, and 
fighting seemed like other natural 
extensions of that action. What kind of 
object does all of these things? Well, 
the answer is probably no object, but 
a shovel came closest and we went 
with that! Shovel Knight! A diminutive 
but determined protagonist with 
a legendary shovel! 


Why did you decide to go witha 
retro/NES style? 

Yacht Club Games is composed of 
people that grew up during the days of 
the NES, SNES and N64. Because our 
team is passionate about both retro 
revivals and pixel games, we espe- 
cially wanted to make an 8 bit style 
game. 

First off, NES art is unbelievably 
beautiful. Palette shifting, tiled back- 
grounds and concise colors work in 
concert to provide sophistication 
through simplicity. Ideas can be proto- 
typed quickly and iterated on, which 
lets us hone the gameplay faster! And 
finally, we want to do honor to our 
predecessors and remind people what 
was so great about games made in 
that era. 

While today we enjoy great games 
on all platforms, our hearts are rect- 
angular with two buttons and a D-Pad! 


Both you and the NES have a reputa- 
tion for difficult games. Is Shovel 
Knight going to be "Nintendo hard," 
or are you going to take a gentler 
approach? 

Balancing the difficulty of a game is 
never an easy proposition, especially 


OF SEQUELS 


SHOVEL 


шег 


KICK 


when your game is meant for all ages. 


Where is the thin line between 
between challenge and frustration? 
And on top of that, how do you intro- 
duce mechanics in a way that allows 
players to understand and have fun? 
We are developing Shovel Knight 
with subtly simple controls and abili- 
ties that the player can easily master. 
For instance, you can swing your 
shovel at a rock, but what will 
happen? Will it fly into the air? Will it 
crumble into dust? Maybe something 
will be revealed when the rock is 
moved! The fun comes from using 
your skills in new and varied situa- 
tions. We generally think that modern 
games are far too handholding, which 


removes the joy of discovery and com- 


petence that come with playing it 
yourself. 

However! We recognize that today’s 
gaming sensibilities are a bit different 
than the NES days. Too much repeti- 
tion or crushing difficulty are defi- 
nitely not a part of the old days that 
we are seeking to reproduce. We're 
currently testing out a few things to 
evolve old-school mechanics like 
having a limited number of lives. What 
if instead of losing gold or experience 
when you died several times on a par- 
ticular stage, you were instead offered 
some gold to try another stage? What 
if, in your last breath, you could 
somehow claw back from the brink to 
shovel another day? This type of thing 
gives players the incentive to practice 


the mechanics, take risks, and explore. 
Isn’t that what games are all about? 


What makes Shovel Knight a modern 
game, instead of just an old-school 
throwback? 

In many 8-bit games of the past, 
developers were still figuring out how 
to approach game design and devel- 
opment. Over the years, however, the 
best developers have solidified the 
disparate parts of games into a 
cohesive whole. Shovel Knight follows 
this shining example, working to 
establish a theme and tone that carry 
across gameplay, art, story and music. 
And without 50,000 polygon models 
and motion captured actors holding us 
back, we can distill decades of impor- 
tant lessons into this deliciously pure 
format. 


Great music is one of the most 
memorable parts of classic gaming. 
Who's doing your soundtrack, and 
what will it sound like? 

It's with deep gratitude that І can say 
Jake "virt" Kaufman, gaming's most 
talented musician, is writing our 
soundtrack. And like the old days, he's 
considered a part of the team. Jake 
takes an interest in game develop- 
ment beyond just audio, unlike some 
artists that phone it in ... literally! 

We talked about our approach to the 
Shovel Knight soundtrack at length, 
settling on a sound that is classic NES, 
but amped up. Did you know that 
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that Castlevania III’s Japanese version 
had extra sound channels to give it a 
richer feel? We're doing something 
similar, giving Shovel Knight a sound 
that'll leave you weeping tears of 
majesty. | admit that | did! 


How big is the game, and where will 
Shovel Knight’s adventures take him? 
Shovel Knight has the scope of a large 
NES game. In the grand tradition of 
Final Fantasy’s Crystals and Mega 
Man’s Robot Masters, our hero must 
contend with eight villainous Knights 
and their lairs. Each stage, connected 
by a world map, is closely themed to 
its guardian and filled with tons of 
platforming perfection, minibosses, 
enemies and alternate paths. With 
introductory and ending stages, 
special world map encounters, shops 
and secrets, there's a ton to unearth. 
Allin all, the game should provide 
hours of entertainment for a first time 
player, but we're hoping that speed 
runners could finish it within an hour. 
Think Super Metroid! 


OK, back to learning about Sean. Is 
there a classic franchise that you'd 
really like to take on? 

After more than half a decade of envi- 
sioning classic game franchises, | want 
the ultimate challenge: Bubsy. | want 
to make a new Bubsy. For anyone who 
doesn't know, he was bobcat with 
'tude, not unlike Sonic the Hedgehog. 
The '90s were filled with those guys. 


But Bubsy was so much more than 
that. He had a TV show and a univer- 
sally reviled 3D platformer. He had a 
grating catchphrase: "What could 
possibly go wrong!?" He has a freakin' 
exclamation point on his shirt because 
he's just that extreme. Give me Bubsy 
and | will make the magic happen. 

| would call it Bubsy 4D: The 
ultimate 3D Platfomer. Bubsy, gliding 
gracefully over planet Rayon, rim-lit 
as hell. The goal would be to make 
each player say "I love Bubsy so much" 
and really, truly mean it. I’m not 
joking, I’ve been talking about this for 
a while now. | want Bubsy! 


What are your thoughts on the 
current state of Nintendo, and the 
Wii U and 3DS systems specifically? 
The Wii U has gotten me excited like 
few consoles in recent memory. I've 
been totally hooked on playing 
Nintendo Land with friends and family. 
The Miiverse seems like it has a ton of 
potential as well, with built-in commu- 
nities for each game! The opportuni- 
ties for asymmetrical multiplayer have 
us very excited as a studio, and we 
also appreciate that Nintendo is 
making it easy for smaller games to 
come to the Wii U. It’s just amazing! In 
a time where online gaming is every- 
where, Nintendo is bucking the trend 
by giving us multiplayer at 
its most intimate: with a 
crowd on the couch! As for 
the 3DS, | thought the 
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original form factor was kind of gross, 
but the XL version totally fixed that. 
Super Mario 3D Land is completely 
brilliant and there is a lot of original 
third party stuff too. | see the 3DS asa 
great extension of the DS: a solid 
handheld with a lot of creative titles. 
Oh, and Mario Kart 7! | love Honey 
Queen!! 

So overall, yeah, you could say ! 
like Nintendo. Yacht Club Games plans 
on following their example of putting 
fun gameplay over all else! 


That sounds a bit like a mission 
statement. 

Yacht Club Games' mission is to make 
awesome original games that fuse 
retro and modern sensibilities! We 
want to create fun and challenging 
gameplay. We want to both tug at your 
heartstrings and delight you with 
levity and charm. We want to make 
games that you play together with 
friends and family. Most of all, we 
want to give everyone the same col- 
lective types of game experiences that 
have defined our generation. 


Finally, if you could have just one 
superpower, what would it be? 

| would want to have a long, sticky 
prehensile tongue. Doesn't it ever 
bother you that you can't taste 
as far as you 
can see? 
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WEITTEN BY ТАУІР ОХҒОЕУ ARTWORK BY MARK KELLY 


LOST IN A GIANT CITY... RUN BY BOWSER! SDN AND ла, 


WHEN THE MARIO BROS. RETURNED FROM DINOSAUR LAND, THEY FOUND THEMSELVES 
й oug HEROES ARE ON THE RUN.. 
J kl 


アー Qj; KEEP SEARCHING, KOOPATROLS! 


WEVE BEEN ON THEIR TRAIL FOR HOURS! 

д 0 THEY CAN'T HAVE GOTTEN FAR! 
IF WE DON'T FIND THOSE MARIO BROS., 

LUDWIG WILL HAVE MY HAMMERS! 


So る 
те 
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WE CAN'T KEEP THIS UP! 1 STILL VONT GET IT! 

WE VONT HAVE ANYWHERE ТО GO, WE WERE ONLY GONE A COUPLE OF 

WE HAVEN'T SEEN ANY POWER-UPS FOR MILES WEEKS, ANV HALF OF THAT WAS 
AND WE CAN?T JUST LEAVE WITHOUT CHASING DOWN BOWSER. 


HELPING THE PRINCESS! ? HOW COLLY THIS HAPPEN?! 
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COMIC BREAK 


HEY GUYS! HEY, І THINK 1 HEARD SOMETHING! 
OVER HERE! LETS CHECK IT OUT! 
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NO THANKS TO YOU GUYS! 
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WHERE HAVE YOU TWO BEEN?! US? WE ONLY WENT TO YEAH! 
DINOSAUR LAND FOR A ITS NOT ИКЕ WE 
VACATION WITH THE PRINCESS! WERE GONE LONG! 


LONG?! THINGS МЕРЕ NICE AND 
YOUVE BEEN MISSING В | PEACEFUL FOR A WHILE 
FOR YEARS! AFTER YOU LEFT... 


BUT THEN BOWSER АМР 
HIS KOOPALINGS ATTACKED! 


WITHOUT YOU GUYS TO FIGHT THEM OFF, 
THEY JUST ROLLED IN AND TOOK 
CONTROL OF THE ENTIRE KINGDOM! 
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COMIC BREAK === 


OH THIS 15 БАП! 


WITHOUT THE PRINCESS HERE, 
NOTHING STOPPED BOWSER FROM 
CLAIMING HIMSELF AS THE NEW RULER... WE TRIEV TO FIGHT BACK... 


.--BUT THEY WERE TOO MUCH FOR US! 


[mi] 


АМР TUENEV ANY TOAV WHO OPPOSED 
HIM INTO THIS FUNGUS! 


I MANAGEV TO GET HO ルツ OF YOUR 
TOOL BELTS. 1 KNEW УОЮФ NEED OUR BELTS! BUT WE STILL NEED TO 
SOMETHING TO HELP YOU FIGHT BACK. THANKS TOAD! FINU SOME ANSWERS. 
AND WITHOUT ANY SUPER MUSHROOMS 
ОЕ FIRE FLOWERS... 


LIKE HOW WE CAN REACH BOWSER 
АМ RESCUE THE PRINCESS! 
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BOWSER’S GOT THE PRINCESS AGAIN?! 
IT'S LIKE THIS 16 TURNING INTO A CHEAP 
RUNNING GAG OR SOMETHING... 


TO GET INTO THE TOWER! 
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SOMEONE IN THIS CITY MUST KNOW A WAY 


PREFERABLY SOMEONE 
NOT MAVE OF METAL... 


SHES MOST LIKELY BEEN TAKEN TO 
KOOPA TOWER IN THE MIDDLE OF THE CITY! 


BUT YOULL NEVER GET IN THERE! 
ESPECIALLY WITH THE KOOPA TROOP GUARDING IT. 
THAT PLACE |5 LIKE A FORTRESS°S FORTRESS! 


HMM... WHAT ABOUT 166ү? 
INE BEEN KEEPING TABS ОМ 
HIM FOR AWHILE, HOPING TO 
VIG UP SOMETHING USEFUL. 


HES PROBABLY 
IN HIS LAB... 


REVIEWS 


It’s a Luigi overload! The Year of е kicks off in earnest with 


the release of the long-awaited sequel, 


uigi s Mansion: Dark Moon. 
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WE'VE WAITED OVER a decade for 
a sequel to Luigi’s first headlining 
adventure, and now that his second’s 
finally arrived, I’m happy to confirm 
that the wait was well worth it. Luigi’s 
Mansion: Dark Moon is a spectacular 
experience — so much so that it makes 
its GameCube predecessor seem like it 
was only a warm-up for this much 
fuller, much more fun follow-up. 

Luigi’s new ghostbusting journey 
begins when the once-peaceful spooks 
of Evershade Valley suddenly turn evil. 
The Ewok-speaking Professor E. Gadd 
identifies the problem - the calming 
effect of the Dark Moon has been lost, 
since someone's shattered the celes- 
tial body. Our green-clad, scaredy-cat 
hero is once again recruited for ghost- 
hunting duty and dispatched to collect 
the moon's five lost fragments, each 
one hidden in a different haunted 
mansion. 

That's the first change from the 
GameCube game - in that 2001 title, 
Luigi simply explored one large 
mansion. Here, there are several, each 
one sizeable in itself, and the game's 


structure has shifted a bit as Luigi's 
tasked with visiting and revisiting each 
location several times, with different 
mission types to tackle on each trip. 
The simplest tasks he's given 
involve just getting from Point A to 
Point B, with success achieved just by 
exploring and surviving each ghost 
fight along the way. Then there are 
item hunts, when Luigi's going after 
key items - like, well, keys - and 
taking them back from the specters 
who've swiped them. Dog-chasing 
missions have our hero following the 
paranormal pawprints of an ethereal 
pooch, escort missions come into play 
when he encounters lost Toads 
needing rescue and, of course, there 
are also boss battles to take on too. 
It's a great variety of different 
activities to enjoy, and it keeps the 
experience from ever growing stale. 
You're always energized and ready to 
see what mission is up next - even if 
Luigi, on-screen, is shivering in his 
boots with fear every single time. 
That characterization is another 
high point here, as Luigi's never been 


62 ISSUE 42: A CELEBRATION OF SEQUELS 


NINTENDO 
NEXT LEVEL GAMES 
EVERYONE 


as animated and entertaining as this. 
His cowardice leads to continuous 
slapstick comedy, with great visual 
gags popping up around every corner. 
Luigi’s Mansion on the GameCube first 
explored this scaredy-cat take on our 
Mario’s brother, but once again this 
sequel just takes it to the next 
level. 

Which | suppose we should 
expect, since this sequel was 
developed by Next Level 
Games. 


This team seems perfectly named, as 
this isn’t the first time they’ve taken 
an established, older design from 
Nintendo and built on its foundation 
further - 2009’s Punch-Out!! for Wii 
was a particularly excellent modern 
update to a timeless gameplay design. 

And gameplay is where Luigi's 
Mansion: Dark Moon really shines, as 
Next Level pinned down the basics of 
what made Luigi's ghostbusting fun in 
the first game, then embellished it to 
create a much richer, fuller experience 
in both exploration and combat. 

Combat first. Here, Luigi's gained 
two new mechanics - a bright blast of 
light from his blinding "Strobulb" initi- 
ates a ghost-capturing sequence by 
temporary freezing a spook in mid- 
flight. Then, once Luigi's got them 
locked in his vacuum stream and is 
slowly whittling away their hit points 
by pulling in the opposite direction of 
their attempts to flee on the Circle 
Pad, a new charge meter appears over 
his head. Let it build up some power, 
then hit the A Button, and ghostie's 
getting a nasty electric shock that 
takes a big chunk off his remaining HP. 
What's more, you can capture multiple 
ghosts in your vacuum stream at the 
same time, making for some truly fun 
and frantic moments. It all works 
together wonderfully - it's Luigi's 
Mansion combat, evolved. 

Exploration has seen a significant 
upgrade as well, as Luigi's first trip 
into the 2001 Mansion saw him pretty 
much just ... 


... Walking around, calling out to 
Mario and knocking on walls here and 
there. In this sequel, the environments 
are packed with many more points of 
interaction every step of the way – 
and Luigi's got new ways to interact 
with them, too. 

The Dark-Light bulb he gains early 
on is a critical component here, as its 
magical negative illumination reveals 
objects that have been turned invisible 
by prank-playing Boos. You'll con- 
stantly be keeping your eyes peeled 
for conspicuously empty portions of 
rooms or hallways and shining your 


black light there - and, 
more often than not, your 
curiosity is rewarded with the 
discovery of a treasure chest or cache 
of cash. That much hasn't changed, at 
least. Luigi's still sucking up fluttering 
dollar bills in addition to the Mario 
series' signature golden coins, trying 
to bring as much treasure back to 
Professor E. Gadd as possible, so he 
can purchase upgrades for his 
Poltergust vacuum. 

In that part of the package, though, 
lies one of Dark Moon's few issues — 
the upgrades Luigi earns seem a little 
too limited. There are only five of 
them, and once you've got them all 
then collecting cash loses a lot of its 
purpose for the rest of the game. 
It’s odd, too, because the game's mul- 
tiplayer mode includes a greater 
variety of power-ups that could have 
translated into the main campaign. 

ultimately, though, that's a minor 
issue. Any other problems here are 
similarly small and don't detract much 
from the experience at all - there are 
rare moments of graphical glitching in 
perhaps one or two cutscenes 
throughout the whole story. Cash that 
explodes from treasure chests will 
sometimes get hung up on nearby fur- 
niture or other scenery and become 
unreachable. The Toad characters who 
follow along after you in escort 
missions will have some path-finding 
problems, but only once out of every 
100 times you're with them - and even 
then, the game resets their position 
back to you immediately. 

These are the kinds of "negative" 
points that reviewers have to trot out 
when evaluating what is clearly a near 


perfect experience - and that's what 
Luigi's Mansion: Dark Moon is. This 
game is something special, folks. From 
the way it's improved on the Cube 
original in every aspect to the perva- 
sive, truly enjoyable humor that 
defines each mission's downtime, all 
the way to the visuals themselves. 
(Which shine in 3D, by the way. It's like 
you're gazing into a dollhouse and 
seeing Luigi just walking around in 
there. The depth is fantastic.) 

Yes, Luigi's Mansion: Dark Moon is 
definitely something special, and on a 
system with no shortage of AAA titles 
already, it ranks in among and above 
those contemporaries as one of the 
best 3DS titles you can own. 

We waited a long time for this one. 
Well over a decade. The wait was 
worth it. - LUCAS 


The ScareScraper 


The single-player mode alone would 
have assured the excellence of Luigi's 
Mansion: Dark Moon, but the developers 
went above and beyond and added a full 
multiplayer mode too. The ScareScraper 
is an endless tower full of challenges that 
expand on some of the main campaign's 
mission types, from pure ghost hunts to 
dog-chasing events. It's timed, it's tense, 
and it's a blast to play with even one 
other friend - though as many as four 
can play together, locally or online. 
Download Play is supported, too, so you 
only need one copy of the game! It's a 
great enhancement to the game's lon- 
gevity - a lasting challenge after you've 
successfully reassembled the Dark Moon. 
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A Triple Threat 


SONIC & ALL-STARS RACING TRANSFORMED 

starts out as a promising deal on the 3DS - Sega's 
kart racer features the courses found in the console game, as well 
as the full Grand Prix experience, all in a portable package. 

There are some changes made to the World Tour mode, which 
makes it more suited for the handheld experience. The map is 
more compact and streamlined and makes a quick try certainly 
worthwhile. The missions found are just as varied though, with 
objectives ranging from speeding against the clock to duking it 
out against a team of characters. The whole thing comes together 
with the full suite of multiplayer options - Download, Local and 
Online Play are all supported. 

This vast number of modes and features might all sound enter- 
taining to the ears, but then you start playing the game - and 
that's when everything just falls apart. 

What developer Sumo Digital tried to do for the Nintendo 3DS 
version is duplicate the exact same experience found on consoles. 
The biggest flaw in that approach, though, is that the handheld 
hardware just can't match the Wii U's power. This is most clearly 
apparent when you see the game's choppy framerate, which 
Clearly crosses the line of being an acceptable annoyance. The 
early tracks don't have much going on, which makes them less 
painful to the eyes - but when you finally hit up tracks like 
"Rogue's Landing" and "Dream Valley," the framerate takes a 
serious dive downward. 

1 even encountered two specific instances where the screen 
completely froze. 

Aside from these issues, the game just doesn't look too hot on 
the 3DS. The graphics run in a low resolution, making everything 
look pixelated - and that makes it hard to pick out objects on the 
road, which negatively impacts every race. If you have a Wii U, 
you're way better off with that version. The 3DS edition may have 
all the content, but all the extras don't mean a thing if the 
gameplay itself is simply isn't enjoyable. - DAAN 
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BY AIR 


Flying high through the sky is possily the fastest 
way to get around a track. At the same time, 
this makes it the hardest to master - as you 

have to be incredibly precise with 
your movement. 
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BY LAND 


Your regular racing fix, with all the expected 
perks and parts that come with it. Drive, drift 
and boost yourself across large portions of the 
tracks and overcome your foes by using 
some tight turns. 


BY SEA 


Quite frankly, the most pleasure you will have 
with Sonic & All-Stars Racing Transformed is 
when you're in the water. Players are required 
to consider each boats' turbulence and waves 
coming their way to knock them off course. 


«ы, 
CHASE McCAIN - FIREMAN, 


Jack of 


217171 "T 


All Trades 


LEGO CITY UNDERCOVER 


CHASE MCCAIN MAY not bea 
robot, but his penchant for disguise is 
enough to make just about any 
Transformer jealous. Thanks to his 
ability to adopt a wide variety of 
undercover disguises (hence the title), 
there is little he can't do in the first 
LEGO game from Traveller's Tales 
exclusive to a Nintendo platform. 

In LEGO City Undercover, you'll not 
only have to use McCain's authority as 
an officer of the law to bring down the 
fugitive Rex Fury, but you'll also have 
to utilize the special abilities each 
disguise brings to the table. With a 
click of the GamePad's shoulder 
button, you can don the disguise of a 
burglar, and use your crowbar and 
safe-cracking skills to gain access to 
hidden troves of treasure and infor- 
mation. But when you venture into the 
caves and mines on the outskirts of 
LEGO City, you'll need to call upon the 


skills and pickaxe of a miner to break 
your way through LEGO-styled 
boulders or safely handle dynamite 
(handily dispensed from nearby 
vending machines). Or when LEGO 
flames turn up the heat, you'll need to 
call upon your firefighting equipment 
to safely put out the flames and chop 
your way through barricaded doors. 
And these are just the tip of the 
iceberg. 

The feeling one gets from switching 
between different forms of attire feels 
slightly reminiscent of Mega Man, 
though less in a "beat the boss with a 
weakness" sort of way, and more in 
the practical use of different abilities 
throughout the levels. 

The general feel of LEGO City 
Undercover is very much in keeping 
with previous titles to bear the blocky 
banner, but for the exception of a lack 
of drop-in/drop-out cooperative play. 


^ 


UJ 


Robber) 


Though Chase McCain has some 
friends in the force, he spends most of 
his time in the field working solo, 
which some may find detracting from 
the experience. 

That aside, the special missions you 
engage in feel the most true to the 
LEGO series, as you engage in some 
light platforming and fisticuffs, as well 
as smashing LEGO constructs to bits 
and rebuilding them into new objects 
which help you get to where you're 
going next. You'll also encounter areas 
where you'll construct the series' new 
Super Builds, large vehicles and 
objects which shape up before your 
very eyes at high speed. The key to 
building these is having enough blocks 
to do so, and the best way to ensure 
that you do is to find the hidden Super 
Bricks, which grant you a large 
quantity of blocks with a single 
pick-up. 

The big attraction in LEGO City 
Undercover, however, is the city itself. 
For the first time in the series, you 
have a giant wide-open sandbox-styled 
City to explore between missions, 
though the game unfortunately has a 
tendency to badger you about return- 
ing to the main story instead of sight- 
seeing or taking in some of the many 
side-missions. Along with hundreds of 
vehicles, tons of costumes, and plenty 
of Super Bricks to collect throughout 


the city and its outskirts, there is 
plenty to do and see as you try to 
place Fury back behind bars where he 
belongs. 

Besides the lack of multiplayer, if 
there is anything which stands to 
really hurt LEGO City Undercover, it's 
the load times. Once you get going, 
they become a bit more tolerable, but 
every time you start up, you have to 
wait a good minute for the title screen 
to load up. And once you've selected 
your file, it's another minute to start 
the game. And if you decide to start a 
mission, view a cutscene, or even 
enter the police HQ, tack on another 
chunk of time for each of those. While 
they do detract from the experience, 
they don't hurt it enough to keep this 
from being a game worth playing for 
any Wii U owner. - DAVID 
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The Hunt i 


MONSTER HUNTER 3 ULTIMATE 


THIS GAME IS not for the faint of 
heart - it's an action/adventure that 
demands patience, focus and strategic 
planning. Oh, and there's a soaring 
concrete wall of a learning curve that 
initially obscures the core hook of 
what this title — and series — offers. 
Daunting succinctly sums up Monster 
Hunter. But this grind ultimately gives 
way to truly a rewarding experience, 
especially after slaying that first Great 
Jaggi. 

An onslaught of tutorials and text 
makes the early goings of Monster 
Hunter 3 Ultimate a bit tedious, as 
well as overwhelming. You don't 
merely fight monsters. Instead, you 


Player 1 
Need backup! 


I eot this 
ок 
A 


ァ ン 


must learn the inner workings of how 
to farm, forge and maneuver though 
the game's menus and options. It’s a 
lot to take on, and, unfortunately, 
Capcom still hasn’t perfected the 
pacing for this series with its initial 
info dump. 

But once the hunt is on, the game 
opens up апа its brilliance becomes 
apparent. You learn the ins and outs of 
each monster, which feature surpris- 
ingly lifelike movements and anima- 
tions, even with their fantastical 
trappings. These designs play into the 
main gameplay hook: recognizing 
when a creature plans to attack or 
retreat and responding accordingly. 
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Each hunters’ movements carry a real 
sense of weight, and once they’re 
engaged in an offensive move, there’s 
no going back. As such, each button 
press has a sense of urgency. 

On the Wii U, the controls work 
well, thanks to the dual-stick setup of 
the system’s GamePad (though a 
plethora of other options are avail- 
able, such as the Pro Controller and 
even the Classic Controller Pro). And 
by the time we bring you our final 
review in our next issue, Off-TV Play 
will be available, serving as another 
control option bonus. 

The visuals, however, leave a lot of 


room for imagination — especially con- 


sidering this is a port of a 3DS game, 
which was a port itself. Hopefully 
Capcom fully utilizes the Wii U 


hardware in the future for this series, 
crafting a game that can matches that 
attractive art style on a technical 
level. 

That said, the HD clarity is a 
welcome addition. 

This version (and not the 3DS 
version) also allows for online play, 
featuring voicechat and keyboard 
support. With readers’ help, this mode 
will be fully critiqued by our next 
issue, especially since multiplayer is 
arguably just as important to Monster 
Hunter as the monsters. 

Overall, Monster Hunter 3 Ultimate 
seems perfectly at home on Wii U, 
with added features and HD visuals. 
| look forward to diving in further, and 
bringing you the final report from the 
field in NF Issue #3. - EVAN 
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Hunting with 
Kevin and Evan! 


Wait a minute, where are the review 
scores? What's the deal with "In 
Progress?" Well, Monster Hunter 3 
Ultimate is too expansive of an 
experience to wrap up yet - and 
you're invited to help us complete 


these reviews! Throughout the next 


few months, our resident hunters 
з Evan Campbell and Kevin 
Knezevic will be testing the 
games’ online multiplayer in 
several community events. If 
you'd like to join them, keep 
your eyes locked on our social 
media pages for more details! 


“Ала On the Go 


WHILE THE HUNT seems perfectly at home 
on Wii U, that version isn't your only option for 
stepping into Capcom's series - Monster 
Hunter 3 Ultimate has also launched for the 
3DS, giving fans of the handheld an on-the-go 
alternative. If you're really serious about the 
experience, you could even invest in both 
versions - those who do will be rewarded with 
access to a data transfer app that lets you 
share your save between both systems. 

Of course, this feature would be worthless if 
the 3DS version of the game wasn't as good as 
the Wii U one. So how does the handheld game 
compare to its high-definition sibling? 

Pretty well, actually. While it may not match 
the visual clarity of the Wii U version, Monster 
Hunter 3 Ultimate is still a fine 3DS title. The 
experience translates surprisingly well to a 
small screen, retaining the general look and 
feel of the original Wii game, and the console's 
stereoscopic effects add a palpable sense of 
depth to the environments, giving the 3DS 
version its own visual hook. There are a few 
drawbacks in the move to a handheld - the 
smaller interface makes the dialogue difficult 
to read, and the full-motion videos aren't 
nearly as crisp as they once were on Wii – but 


on the whole, Monster Hunter 3 Ultimate looks 
and plays great on the system. 

The controls are also largely intuitive, even 
without a second analog stick. Capcom has 
offered a rather clever workaround to this 
issue by introducing customizable panels, 
which can be arranged on the touchscreen. 
These panels range from a virtual D-Pad (for 
greater camera control) to a quick-tap item 
pouch, making item management more conve- 
nient and freeing up the top screen of clutter. 

The most noteworthy of these new panels is 
the target cam, which allows you to center your 
viewpoint on larger foes. This isn't a true tar- 
geting system, so you'll still need to track your 
quarry manually, but it is useful in the heat of 
combat. 

There are a few other issues that hinder the 
overall experience; the lack of a second analog 
stick isn't remedied entirely, as it makes 
swimming a bit cumbersome, impeding your 
underwater hunts. The absence of true online 
multiplayer is also disappointing — you've got 
to go with the Wii U version for that. But so far, 
Monster Hunter 3 Ultimate on 3DS is shaping a 
viable alternative if you prefer to do your 
gaming on the go. - KEVIN K. 
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UNLOCALIZED GAMES. 
WHICH SHOULD STILL BE 
RELEASED IN ENGLISH? 


EMILY ROGERS 


| would have to 

say Mother 3. 

Wii U VC (and 

hopefully 3DS VC) 

will have support for GBA 
games. So why not throw 
Mother fans a bone? 


LINDSEY LAYNE KING 


WA Game Center CX 

2! Shinya Arino 

ade some genu- 

inely fun, lovable 

NES-like games in the first 


GCCX game, and I'd love to 
play his SNES-like creations! 


JONATHAN HOLMES 


| Tingle's Freshly- 
Picked Rosy 
Rupeeland is an 
under-appreciated 
masterpiece. Beautiful 


graphics, interesting charac- 
ters and a hilarious but 
poignant message about 
capitalism and greed. | have 
the UK version, but I'd love to 
see it and its Japan-only 
sequels come to America. 


AARON KALUSZKA 


| Since the Virtual 

Console allows 

for older games, 

the entire Kururin 

series. It's a delightfully 
charming and unique action/ 
puzzle series that shouldn't 
have huge localization costs. 
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PANDORA'S TOWER 


WITH BOTH THE Last Story and 
Xenoblade Chronicles now success- 
fully imported to western audiences 
with critical acclaim, the team at 
Xseed is striving to have the last word 
on Wii releases with Ganbarion's 
action/RPG, Pandora's Tower. 
Pandora's Tower combines time- 
management, dungeon-crawling and 
even dating sim elements in a title 
that, unfortunately, never reaches its 
true potential. Protagonist Aeron 
must journey to the top of a number 
of towers and defeat the monstrous 
bosses within to retrieve "Master 
Flesh," the only substance capable of 
permanently halting his love Elena's 
dark metamorphosis into a hideous 


irl's Gotta Eat 


beast - but without regularly bringing 
her the meat of lesser beasts for her 
to eat, Elena's transformation will 
become complete and irreversible. 
Therefore, time has to be balanced 
between both exploring the towers 
and tending to Elena's unfortunate 
(and disturbing) condition. 

Aeron is equipped with a chain 
that serves as not only an exploratory 
tool but also as a weapon - by 
pointing at enemies the hero can bind 
their legs, blind them and even slam 
them into walls and each other. 
However, wielding the chain requires 
use of the Wii Remote's IR pointer, 
and the combination of awkward fixed 
camera angles and large groups of 
enemies quickly make using the chain 
more a chore than an interesting 
mechanic. Battling without using the 
chain, though, devolves the game into 
just an uninteresting and extremely 
repetitive brawler. 


Graphics in Pandora's Tower are 
muddy and uninspired, an unfortu- 
nately ironic parallel to the gameplay. 
The tower's bosses, however, are 
impressive and imposing - but the 
lack of any real challenge in these 
battles removes any sense of gravity 
from the proceedings. Voice acting is 
a mixed bag, and the soundtrack is 
entirely unmemorable. 

But ultimately, the greatest 
tragedy of Pandora's Tower is that it 
fails to deliver on the promise set by 
its unique setting. This game marries 
an intriguing premise with frustrating 
control choices, dull combat and unin- 
teresting characters. Those desperate 
for a game with which to while away 
the Wii's twilight days may find some 
enjoyment here, but those expecting 
anything more than mediocrity will be 
disappointed. - ROBERT 
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Tag Team 


NARUTO'S A ONE-MAN show. From his origins as a classroom 
failure who couldn’t even master the simplest Ninjutsu, he’s 
trained and developed his skill over the course of a decade of 
television episodes and nearly 16 years of manga appearances. 
Now, he’s a nearly unstoppable fighting force, with powers and 
techniques that make him nearly invincible in battle — current 
episodes of the cartoon pretty much just use him as a trump card, 
as when he shows up it's instant defeat for whatever bad guy is 
making trouble for his friends. Yes, Naruto, who started out 
helpless, now needs no one's help any more. 

And Rock Lee's arrived to help him. 

That's the funny thing about the Naruto franchise, as over the 
same course of that same decade of TV shows, the series has had 
plenty of time to let other characters share the star's spotlight. 
One of the most popular supporting characters has been Lee, the 
Bruce Lee homage who's absolutely worthless when it comes to 
most ninja techniques, but whose hand-to-hand combat skill is off 
the charts. He doesn't need the power to throw fireballs or 
summon giant beasts - he'll just run straight up to his enemies 
and pummel them with 100 punches in less than a single second. 

Rock Lee's fan following has grown so fervent in recent years 
that he was actually given his own spin-off show, Rock Lee & His 
Ninja Pals. It’s a comedy-focused series drawn in a super- 
deformed style, and it's the inspiration for this latest video game. 


ROCK LEE 


The power of youth explodes onto the scene when Rock Lee arrives! Lee's storyline differs 
from Naruto's in that it doesn't follow the cartoon's plotlines as closely - it mixes іп much 
more nonsense and ridiculous visual gags, just like in his spin-off show. In battle scenes, 
his techniques reflect his lack of ability at most Ninjutsu by 
focusing on the physical. Quick punches and kicks, lots of 
ж/ж BAY ninja tool usage (even a pair of nunchuks) and his 
signature moves like the Hidden Lotus. He can also 


access a transformed state, too, when he opens up 
the chakra gates and goes full-on nuts on-screen. 


NARUTO 


The Leaf Village’s Number 1 knucklehead ninja has 

become so powerful over the years that it’s a little silly to 
see him hurt by low-ranking video game foes like wild dogs 
and birds any more. Powerful Shippuden does justice to his 
depth of Ninjutsu skill, though, by giving him access to not 
one, but two different transformed states. You can play as 
normal Naruto, shift into his frog-eyed Sage Mode or go full 
blast into his glowing, fire-wrapped Nine Tails Mode to 
really bring the pain. It’s a little funny seeing him so 
powerful and still drawn in the SD style, but it works. 


And it’s a tag team affair. Though Naruto’s still the only one with 
his name in the title, the game’s main story mode splits it time 
equally between the two, allowing you to play as both equally. 

The gameplay itself is simple brawler fare, as you bash buttons 
in proper sequence to activate combos and rip your way through 
the enemy ranks. The control is tight and the experience feels 
polished, which isn’t surprising since this game was developed by 
Inti Creates. (The same team that brought Mega Man back to 8-bit 
for the recent Mega Man 9 and Mega Man 10.) 

More interesting than the in-battle action, though, is what you 
find in-between levels in the game’s menu system -- there’s a 
unique character customization interface that allows you to take 
earned experience points and distribute them across several dif- 
ferent categories, advancing Naruto and Lee's skills the way you 
want. You can pour points into improving their health bars or 
their chakra meters. You can invest in better ninja tools. You can 
beef up the power of their supporting characters, who leap into 
battle for quick, flashy, often screen-clearing attacks. 

Just be aware that this game’s sense of humor is very, very 


odd. Cross-dressing is common NAMGOBANEAI 


and no one's taking their ninja INTI CREATES 
life too seriously. - LUCAS 
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Reflecting 
on the Past 


CASTLEVANIA: LORDS OF | 
SHADOW - MIRROR OF FATE 


CASTLEVANIA IS ONE of the most well-respected franchises in gaming. 
That's what happens when you constantly evolve a series over 27 years! 
With roughly 40 Castlevania titles created, Konami doesn't show any signs ) 
of stopping. From mainline entries to spin-offs like Castlevania I 
Judgment, it's this dedication to unique ideas and classic gaming that 
keeps the franchise alive. 

While Castlevania has seen major shakeups throughout its existence, 
the biggest surprise had to be 2010's big-budget overhaul of the brand. 
After years of building a loyal fanbase, Konami turned Castlevania on its Y» - 
head with Lords of Shadow. In came MercurySteam, a brand-new developer , 
that was looking to make Castlevania into a AAA blockbuster. While 3 
this announcement made fans uneasy, it was the doing away „7 
with the canonical story that really caused an uproar. Pd 
Still, even with this backlash, Lords of Shadow became the best-selling 
Castlevania title of all-time. 

That success paved the way for a side-story sequel, Castlevania: 
Lords of Shadow - Mirror of Fate. While you needn't play 
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Lords of Shadow to jump into Mirror of 
Fate, this experience does take place 25 
years after the PS3/360 outing. You'll see 
familiar names like Simon and Trevor, but 
just like Lords of Shadow before it, Mirror 
of Fate’s story is part of a new canon. 
Hopefully that won’t be a stumbling block 
in your enjoyment of the title. 

Mirror of Fate definitely provides an 
intense mix of platforming, exploration 
and combat, but not how they’re tradi- 
tionally presented. The major gameplay 
focus is on combat. Even small enemies 
put up a challenge, taking multiple hits to 
vanquish. You're in for a fight from start 
to finish, but you'll earn yourself experi- 
ence points along the way to make battles 
more even. Experience points pour out of 
slain enemies or hidden scrolls, which 
then unlock new moves for your heroes. 

Akin to Castlevania III: Dracula's Curse, 
Mirror of Fate presents you with multiple 
playable characters. Instead of choosing 
when you want to switch, the game plops 
you down into a new character as the 
story unfolds. You'll start off as Simon 
Belmont on a quest for revenge. From 
there, the story will branch to new charac- 
ters that build upon the story and show 
you things from a different perspective. 
You'll take on three storylines overall, 
with each character offering unique attri- 
butes and skills. This is where the series’ 
"Metroidvania" design comes into play. 

Some areas in the game can only be 
accessed using specific powers. You'll 
need to outfit your characters 
with abilities that can 
tackle these road- 
blocks. When you do encounter 
these barriers, you can use the 
touchscreen map to make a 
reminder for yourself. This 
will leave an icon with a short 
description on whatever portion 

of the map you touch. This 
addition makes exploration 
much more manageable, elimi- 
nating any frustration you'd expe- 
rience from forgetting the 
location of a blocked path. 


A sweeping soundtrack accompanies 
your journey, but you won't find remixes 
of any classic Castlevania tunes here. 
While that may sadden some, know that 
the score from Oscar Araujo equally 
amazes. This soundtrack may not be 
memorable in the sense that songs like 
"Vampire Killer" are, but the music in 
Mirror of Fate perfectly fits the presenta- 
tion - lonely, sullen melodies when you're 
searching the depths of a dungeon, 
intense tracks that crash upon your ears 
when battling a boss. 

Speaking of which, the boss battles in 
Mirror of Fate could very well be some of 
the best in any Castlevania yet. You'll take 
on huge monstrosities that won't go down 
easy, making for multi-layered battles 
that will have your heart racing. Almost 
every boss battle is a standout, with the 
Succubus being an extremely high point. 
The only thing that might sour the battles 
for some is the peppering in of quick-time 
events, just as they appeared in Lords of 
Shadow. Quick-time events are always a 
point of contention in any game. It's up to 
you to decide just how much they annoy 
you here. 

Another noticeable issue is the frame- 
rate, which could have done with a bit 
more refining. The action can get quite 
slow at times, and while it never bogs 
down so much that you'll lose a battle 
over it, you'll indeed notice that the 
engine is struggling to keep up. The team 
at MercurySteam stated that the original 
release was delayed due to work on the 
game's framerate. It's clear that either 
Mirror of Fate was never going to hit their 
target frames per second, or the delay 
simply wasn't long enough to iron out this 
issue. 

Just as Lords of Shadow before it, 
Mirror of Fate is going to divide fans. 
Those looking for a more "classic" 
Castlevania experience may shirk at this 
modern approach. Mirror of Fate defi- 
nitely carves its own path in Castlevania 
history, which is just what MercurySteam 
set out to do. As long as you go into the 
experience with an open mind, you should 
come away quite impressed. It's not afraid 
to change things up, all while keeping 
itself firmly rooted in Castlevania's 
universe. 

This may not be part of the old 'Vania 
story, but it's a new chapter I'm happy to 
have experienced. - KEVIN C. 


KONAMI 
MERCURYSTEAM 
MATURE 


SIMON BELMONT 


The first character you'll take control of in Mirror of Fate. 
Somewhat slower than other characters, Simon's power more 
than makes up for his signature sluggishness. Learning Simon's 
forwards/backwards roll will be the key to your success, and uti- 
lizing classic sub-weapons like the axe will help even any battle — 
but your long-range whip will dish out the most damage. 


ALUCARD 


The son of Dracula returns, and in this appearance he's a charac- 
ter who's focused on his numerous magical attributes. Tackle 
tough enemies by changing into a wolf for a boost to damage, or 
transform into mist to pass through enemies and surprise them 
on the other side. Combine these skills with Alucard's natural 
speed to beat any adversary. 


TREVOR BELMONT 


Father of Simon, Trevor allows for a double jump right off the bat. 
He also gains the abilities to control light and dark magic. Light 
magic can be used to open locks and gain health when fighting. 
Dark magic makes you stronger, but at a cost. Mastering both is 
necessary to reach Trevor's ultimate goal. 
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A Titanic Adventure 


ETRIAN ODYSSEY IV: LEGENDS OF THE TITAN 


TRAVELLING AROUND THE world of Tharsis in Etrian Odyssey 
IV can get rough and challenging, but fortunately, throughout the 
six lands present in Atlus' latest retro-styled RPG, it's always 
rewarding and fun. The first-person dungeon-crawling experience 
might not be for everyone, though, as the trappings are still 
decidedly old-school, but if turn-based fighting, amateur cartog- 
raphy, and wildly imaginative enemies suit your tastes, Etrian 
Odyssey has more than 40 hours of content for you to devour. 

The primary gameplay is focused on exploring dungeons and 
labyrinths, creating maps of them on the touch screen and solving 
a variety of quests and missions. Progressing through these maps 
is wondrous, as the constant sense of dread from the one of the 
game's F.O.E.s (big, powerful bosses) and feeling of discovery 
fuses together in a fantastic, addictive manner. The 
story often takes a backseat, but fortunately the 
game doesn't have a lack of drive. New challenges 
and areas are presented at a constant clip, and new 
abilities make more areas accessible in earlier lands. 

Using a skyship, you also explore an overworld map, which is 
less detailed and engaging, but still presents a nice change of 
pace. As a piece of the overall experience, it works, but in due 
time, the fast travel options are the preferred way to travel. If 
you're playing on Normal, you'll be using that mechanic a lot, as 
the game becomes much more terrifying. If you die, you start 
back at your last save and the game also has other less forgiving 
traits. The new Casual mode dumps you back at the main town 
when you die with all your gear intact. It’s much gentler, and if 
you're put off by the game's hardcore aspects, it does a lot to alle- 
viate them. 

Throw in some fun uses of the 3DS features in StreetPass and 
QR codes, and the Etrian Odyssey IV package is fantastic, filled to 
the brim with content, challenge, and fun. Even with 
its niceties, it still might not be for most players, 
but if you have any affinity for old-school RPGs, 
it is well worth playing. - NEAL 
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Gate Crashing 


POKEMON MYSTERY DUNGEON: 


GATES TO INFINITY 


SOMETIMES A SERIES needs a bit of a 
break - a chance to take a little time off to 
catch its breath before coming back with 
fresh ideas for its next sequel. Pokémon 
Mystery Dungeon took that break, as it's 
been a few years since we last saw this 
spin-off series in action. But now that it's 
back from its hiatus, | don't know that it 
found many fresh ideas in its absence. 

The basics are the same as in earlier 
installments on the Game Boy Advance and 
DS. You are a human who's somehow been 
transformed into a Pokémon. You pair up 
with a partner 'mon and go on dungeon- 
exploring adventures. You take on missions 
for other monsters, recover treasures, 
rescue friends and slowly build up a 
rapport in the local Pokémon community. 

None of that has changed here - you'll 
just get the usual roster update that brings 
Generation V's creatures into the MD world 
for the first time. That means Snivy, Tepig, 
Oshawott and Axew are your new playable 
options. (Alongside Pikachu, of course.) 
The dungeon-diving is the same as before, 
with tweaks to the gameplay that only 

= diehard followers of the prior games 
would notice - the hunger mechanic, for 
example, has been pushed out of the main 


campaign. The dungeons look better than 
ever, thanks to a wonderful marriage 
between the new 3D models for the series, 
the camera angle you get for gazing down 
into the dungeons and the 3DS' stereo- 
scopic visuals. But visual pizazz isn't 
enough to keep you invested long-term, 
and shuffling through these randomly- 
generated rooms and hallways grows 
tiresome after a while. 

The big new hook for this sequel was 
meant to be the Magnagates - special 
dungeons accessible only after pointing 
your 3DS camera toward a round object in 
your home. A ball. A bowl. Something like 
that. But getting it to work was a chore for 
me, as | had to try out several different 
objects before any actually worked. (The 
one that did was a toilet paper roll.) 

And, perhaps worst of all, the game 
forces you to recruit a Dunsparce onto your 
team at one point in the story. (OK, I’m 
kidding, Dunsparce fans. Don't kill me.) 

Joking aside, though, Pokémon Mystery 
Dungeon: Gates to Infinity was more bland 
than | expected it to be. After a few years 
off, І thought this series would bounce back 
with something truly new. Instead, it's 
mostly more of the same stuff we saw in 
previous sequels - just in 3D. - LUCAS 
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History Lesson 


2011 MARKED THE 25th anniversary of 
the Legend of Zelda series, and Nintendo 
celebrated in style by releasing the first 
Wii-exclusive Zelda title, Skyward Sword, a 
free anniversary edition of Four Swords, 
overseeing the still-touring "Symphony of 
the Goddesses" orchestra and topping it all 
off with the release of the book known far 
and wide as the Hyrule Historia, which was 
finally released in North America this past 
January. 

Hyrule Historia is more than an art 
book, though it features plenty of that as 
well. As the name implies, it serves as a 
historical anthology of everything to exist 
within the core Nintendo canon for the 
series (meaning no cartoons, manga, 
comics, or CD-i games). In fact, art almost 
feels like a secondary focus as content 
goes; there is a ton of it, to be sure, but at 
the same time, much of it is rather small, 
used to help illustrate the telling of the 
legends known as "Zelda." 

Though the book is dedicated to cel- 
ebrating the entire history of The Legend 
of Zelda, the lion’s share of the attention is 
squarely on the latest entry in the series, 
Skyward Sword. This game alone takes up 
a solid 60 pages of this 280-page tome, 
and that’s not including the 35-page 


prequel comic by Zelda manga creator 
Akira Himekawa, which, since it offers a 
rare out-of-game extension of an in-game 
Zelda storyline, is almost reason enough 
on its own for fans to pick up this new, 
translated version. 

The rest of the series receives a 
combined 67 pages to detail events and 
elements of each game with a combination 
of text, promotional art, and even screen- 
shots. For those already well-versed in the 
series’ lore, a further 95 pages of content 
reveal some of the juicier parts of the 
series’ underpinnings with a wide variety 
of rare sketches and production art from 
the creation of each game, including the 
earliest installment, and such features as 
charts detailing item drops, character 
placement, and even the relative heights 
of characters from A Link to the Past — 
alongside Mario characters, no less! Other 
contents include some words from produc- 
ers Shigeru Miyamoto and Eiji Aonuma, a 
look at how Link has changed over the 
years, and a page showing commemora- 
tive merchandise. 

Hyrule Historia is a great offering for 
those who love The Legend of Zelda, 
though fans of certain titles may feel 
slighted by Skyward Sword taking up most 
of the book; in particular, Zelda ІІ has very 
little in the production art section. But 
despite this, it's a must-have for fans of 
the series as a whole. - DAVID 
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THE OFFICIAL TIMELINE 


The most controversial element of Hyrule Historia would have 
to be the official timeline of The Legend of Zelda. Fans spent 
years wondering how every game fit together, with others 
questioning if they did at all. Nintendo was coy about it for 
years, but here for the first time is the explanation. This has 
riled some fans even further - though Nintendo cleverly left 
an out in case they ever need to change something. 


MARCH/APRIL 2013 73 


(Э COMMUNITY 


EPIC VICTORY 


Proof that vocal fans can make a difference. 


FAN CAMPAIGNS, PETITIONS and grassroots efforts dedicated to achieving 
any kind of goal imaginable have a part of the Internet since the days of dial-up 
modems, but few related to the video game industry have had much success - 
until Operation Rainfall. This is a campaign that was formed for the purpose of 
convincing Nintendo of America to bring three specific games to the U.S. And 
now that the last of them, Pandora's Tower, has arrived, it's time to celebrate. 

Richard Ross, one of the Operation's organizers, filled us in on the team's 
reaction to the recent good news. "In January 2013, out of nowhere, Xseed 
Games posted a teaser picture depicting a tower in the rain. We were curious if it 
could be Pandora's Tower but the consensus among the staff was ’impossible!’ 
Turns out, it was! We couldn't believe it! Our campaign was a complete success!" 

Operation Rainfall originally came together on IGN's message boards after E3 
2011, when Xenoblade had been snubbed by NOA and not given any space on the 
show floor — a sign that the game wouldn't see release in America. 

"Needless to say this unnerved quite a few fans, and with The Last Story and 
Pandora's Tower seemingly in the same situation it was time to do something 
about it rather than just complain among each other," Richard said. 

The group then carried out one of the most well-organized and effective fan 
campaigns ever seen, cleverly getting Nintendo's attention with coordinated 
letter-writing and call-in events. They also leveraged an old Amazon.com page 
that still had a listing for "Monado," Xenoblade's original name, and used it to 
put actual money on the table in the form of pre-orders. Eventually, NOA took 
notice and Xenoblade did get a release in America, while Xseed picked up the 
remaining two titles. An epic victory indeed, and though their campaign has 
come to a close, the community created by the Operation Rainfall now lives on 
with their own website (off the old message boards). - LUCAS 
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Xenoblade Chronicles 


The first of the three OpRainfall titles to be confirmed 
for release in the U.S., Xenoblade Chronicles arrived 
on our shores in April 2012. An epic masterpiece of a 
game, Xenoblade easily earned our Game of the Year 
award for Wii and has inspired a follow-up for Wii U. 


The Last Sto 


Created by Hironobu Sakaguchf, the man responsible 
for Square Enix’s Final Fantasy franchise, The Last 
Story followed Xenoblade to America last year when it 
debuted in August. It’s gone on to become the best- 
selling game Xseed has ever published. 


Ы 
Pandora's Tower 
And Pandora makes three. Depending on when you're 
reading this issue, Xseed's American release of 
Pandora's Tower may already be on store shelves near 
you. Our full review of the game appears in this very 
issue, so flip back a few pages if you missed it. 


FAN CAMPAIGNS 


RETURN TO TERMINA 


Ocarina got remade. Wind Waker's on the way. Where's Majora? 


THE SUCCESS OF Operation Rainfall proved that 
grassroots movements can indeed have a notice- 
able impact on the gaming industry, particularly 
when the cause is dear enough to gamers' hearts. 
It also paved the way for other fan-led movements 
like Operation Moonfall, a campaign begun by a 
group of dedicated Zelda fans to convince Nintendo 
to remake its N64 classic Majora's Mask for the 
3DS. 

"In many ways, you can say Eiji Aonuma himself 
was the founding principal for this endeavor, since 
he asked for such a movement to exist," explained 
Nathanial Rumphol-Janc, editor-in-chief of Zelda 
Informer and founder of Operation Moonfall. "It all 
started shortly after the release of Ocarina of Time 
3D. Aonuma was quoted in an interview where 
someone asked him about releasing Ocarina of 
Time's successor, Majora's Mask, on the 3DS. His 
response was that there would have to be a big 
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uptick essentially in fan demand to make it a 
reality." 

This comment was all it took to galvanize fans. 
After some brief discussions with other Zelda com- 
munities, Nathanial and his staff took it upon them- 
selves to kick off a movement in earnest, 
christening it Operation Moonfall after the success- 
ful Wii campaign. The response was immediately 
positive, and before long the team was able to send 
a petition with 50,000 signatures to both 
Nintendo's American and Japanese branches. The 
upswell even prompted a response for Aonuma 
himself: "He didn’t mention Operation Moonfall 
directly, but he noted that he became aware of a 
big fan movement and asked us to be patient. He 
stated we wouldn't see Majora's Mask 3D until after 
the next new Zelda game." 

Ironically, however, the movement's first real 
setback came when Nintendo announced an HD 
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remake of the series' GameCube installment, The 
Wind Waker, for Wii U. This news was met with dis- 
appointment from fans hoping Nintendo had heard 
their pleas, but Nathanial and his team remain 
optimistic: "I think the announcement discouraged 
a lot of Majora's Mask fans, and specifically follow- 
ers of the movement in general. However, as we 
pointed out earlier, previous remarks alluded to 
needing a new Zelda 3DS game before Majora's 
Mask 3D can happen. So we as leaders of the 
project aren't as concerned as many of the sup- 
porters of the movement are." - KEVIN K. 
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TEAM ROCKET 


Mega Man fans blast off to honor a 
legend lost. 


CAPCOM'S CANCELLATION OF the fan-requested, fan-driven Mega 
Man Legends 3 Project hit many who love the Blue Bomber hard, and 
perhaps none harder than those who have joined together in solidarity to 
show their love for the series as part of the Facebook group "100,000 
Strong for Bringing Back Mega Man Legends 3." Also known as "Get Me Off 
the Moon," a reference to the decade-plus cliffhanger from the end of the 
second Legends title, members have worked to show the people at 
Capcom that though not every fan wanted to join the innovative Developer 
Room, they still want to see MegaMan Volnutt return to their gaming 
screens. To that end, they have made efforts to get the attention of the 
higher-ups responsible for such decisions; these have included a booth at 
New York Comic-Con where signatures were gathered from fans and pre- 
sented to Capcom’s own NYCC presence, and more recently, the launch of a 
five-foot model rocket which soared 900 feet into the heavens before 
coming down for a safe landing. (Not high enough to get MegaMan off of 
the moon, but arguably closer than Capcom has gotten.) 

"| ат extremely proud of all the people in our group who made this 
event possible," group manager Skybane Zero told us, "whether they 
assisted in funding, promotion, or moral support. The launch of this rocket 
truly serves as a testament to the passion, willpower, and dedication of 
Legends fans everywhere. It is my firm hope, as the manager of this 
movement, but above all, as a lifelong Mega Man fan, that we manage to 
maintain this spirit until the day that Legends 3 is revived." - DAVID 
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The Sequel We Almost Saw 


Mega Man Legends З was a long-awaited sequel - about 10 years - which 
was finally given the go-ahead at Capcom, just before producer Keiji 
Inafune decided to leave the company. But the game was never actually 
greenlit — it was supposed to have a demo available at the launch of the 
3DS eShop to determine whether it would proceed, but that promised 
demo was never released. The project was cancelled soon after. 


COMMUNITY 


THE LEGO oF ZELDA 


One man’s vision for a blockier Hero of Hyrule. 


VIDEO GAMES AND LEGO have become inseparable. We've seen several LEGO 
Star Wars titles. A couple of LEGO Indiana Jones. A pair of LEGO Harry Potters, 
some LEGO Lord of the Rings, a LEGO Pirates of the Caribbean and more. It 
seems that any and every popular film property is destined to be pulled out of 
the movie theater and given an official set of LEGO toys based on its characters 
- then, those sets of toys invariably end up getting the video game treatment. 

Now, an artist named Wes Talbott is trying to make the process happen in 
reverse. Instead of starting with LEGO's pop culture toys and making a video 
game out of them, he's starting with a video game and trying to make an actual 
LEGO set happen. That game is, of course, The Legend of Zelda. 

Or The Legend of Zelda: Ocarina of Time, to be more specific. 

"Гуе always preferred the style of Ocarina of Time and Majora's Mask," Wes 
told us. "I painted the poster because I was inspired by the idea of a Legend of 
Zelda Cuusoo project created by Mingles. It struck me how awesome having a 
Link minfigure would be and ... Mingles did a great job depicting the characters, 
but | wasn't entirely satisfied with them. So I decided to create the poster in an 
attempt to depict what | envisioned would be the perfect combination of the 
Zelda franchise and LEGO. It wasn't until later when | was messing around with 
my own LEGO collection trying to build something that looked like it could be an 
official Zelda set that | decided to make my own Cuusoo project." 

The poster Wes painted you can see to the left - it's a strikingly well done 
image that captured the Nintendo community's attention when it made the 
rounds on the Internet a few months ago. As for LEGO Cuusoo, it's a Kickstarter- 
like website that allows LEGO fans to pitch ideas for new sets straight to the 
company. Project creators post art or photos of their vision and other members 
of the community support their favorite ideas with a simple click - no money to 
pledge, just a vote that you like what you see. Projects that reach at least 
10,000 votes then go before LEGO's official review board and have the chance to 
become real LEGO sets sold in stores. 

"Sets that have passed and been produced by LEGO include the Shinkai 6500 
Submarine, the Hayabusa Spacecraft, LEGO Minecraft Micro World and the most 
recent set to be approved, the Back to the Future Time Machine," Wes said. 

So, is there a chance the toys-become-games trend could be reversed, and 
we could see a game become a toy with an official LEGO Zelda set in the future? 
With the work that talented fans like Wes are doing, I'd say so. - LUCAS 


Let's Make it a Reality! 


The set Wes is pitching on the Cuusoo site is called "Iron 

Knuckle Encounter," and is based on the iconic Spirit Temple battle 
from Ocarina of Time. You could provide one of the 10,000 votes of 
support it needs to go before LEGO's review board, so why not take 
a minute to log on and click that Support button? Visit: 


http://lego.cuusoo.com/ideas/view/32525 
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PRINCETON’S POKE-PUZZLES 


New Jersey's biggest 3DS fans present a fusion of Pokémon and Crashmo. 


THERE'S SOMETHING A little magical about StreetPassing. It’s 
in that moment of excitement when that tiny light on your 3DS 
flashes unexpectedly, telling you there’s a fellow Nintendo gamer 
somewhere nearby. There’s that thrill when you get the last little 
jigsaw piece in Puzzle Swap, just because you happened to walk by 
the right person at the right time. It’s an addictive experience, 
StreetPassing. So much so that groups of like-minded 3DS owners 
are now gathering together in groups around the globe, holding 
events for community hang-out time — being intentional about 
getting together, in person, in the same place so that StreetPass 
can work its magic, en masse. 

We think that’s pretty killer, so we’re going to begin to recognize 
various StreetPass groups here in the pages of our Community 
section, sharing their experiences and passing along pieces of their 
personalities as best we can. First up is StreetPass Princeton, 
who've shared some custom Crashmo puzzles with us! We couldn't 
print them all, so you'll have to hit up the group's Facebook page 
for more. But at right are a few of our favorites. 

Want your group to be featured? Get in touch with us! - LUCAS 


Princeton 


For more, visit Facebook.com/StreetPassPrinceton 


HUNTING MONSTERS AND GHOSTS 


Think you've got what it takes to game alongside us? You'll get your chance soon! 
WHAT BETTER WAY to build a community for our magazine about 
Nintendo games than playing Nintendo games with you, our readers? 
So between now and the release of our next issue, we'll be kicking off 
our "Fight the Force" events in a variety of online-capable titles. If you 
read our Monster Hunter 3 Ultimate review-in-progress, you already 
know that you'll һауе a chance to go "Hunting with Kevin and Evan" – 


but you're also invited to join us in going after the ghosts of Luigi's wa < Л жы AA 
Mansion: Dark Moon, too. Specific event times and other details will ы " i " ә га? 


арыста, 


be shared through our social media pages soon, so keep your eyes 
peeled! Then check out Issue #3, when the first Fight the Force high- 
lights will be recorded here in the Community section! - LUCAS 
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Capcoms Resident Evil: Revelations was incredible HARMOKNIGHT 
asa portable 3DS title — we can't wait to see how NENSURER NARIG E 
it will impress even more as a full home console ROUND-UP 
experience on Wii U. It's just one of the games 4 
・ THE 
well evaluate in our next issue, May/June 2013. NG 


AND MORE! 
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It all began in Pre-Cal. 


| was 15 years old, a sophomore in high school. | was sitting around ina 
laid-back, casual Pre-Calculus class, joking with friends also possessed of 
a similar sense of humor. | don’t know who got it first, or who said it 
first, but it happened that at some point, one of us cracked a lame 
groaner of a joke and another of us looked at him, straight-faced, and 
said: "Not Funny." 


Of course, that response in itself was very funny. So "Not Funny" quickly 
became the go-to retort to anyone's attempts at hilarity over the course 
of the next few days. Pretty soon, it got shortened to just its two leading 
letters: N.F. You didn't want to get NF'd by anyone yourself, but you were 
always on the lookout for an opportunity to NF someone else. 


Then, crazily, NF began to grow. It expanded beyond our one 
Pre-Calculus class and across the school. It became this great, legendary 
in-joke for its originators, and a great source of confusion for anyone on 
the outside looking in. People kept hearing NF whispered everywhere, 
but few knew what the letters stood for, or what they meant. The whole 
phenomenon became one of the best parts of my high school experi- 
ence, and it's still a cherished memory for me to look back on. 


So it was that when someone suggested "Nintendo Force" as the name 
of our magazine, | couldn't help but chuckle. Because of course it would 
be my fate to end up in charge of a publication that was NF. 


It was still just an in-joke for me, of course. I didn't share this story with 
any of the other members of the Force - they're just learning about it 
the same as you are, reading this page right now. But it was certainly 
one of the factors that made me want to move forward with Nintendo 
Force as the magazine's name, especially after Jon Kay designed the 
NF-in-a-circle logo for us. 


All of this has been preamble for you, though, to give you some insight 
into my thinking as І step up to make an announcement to you all, which 
is that we'll be transitioning the magazine's name from being Nintendo 
Force Magazine to just the simpler, more straightforward NF Magazine. 


We originally picked Nintendo Force for its galvanizing sound, and for it 
being in keeping with the rallying of the troops that led to this maga- 
zine's creation - we were a team, a battalion, a fighting Force of 
Nintendo fans coming together to pool our strength and make a new, 
killer publication. That's the motivation for the usage of the word Force, 
though it also has fun ties into pop culture properties like Star Wars. 
"May the Force be with you," you know. 


As for using the word Nintendo, well, that was our descriptor for Force - 
we're not just a team of fans with no purpose, we're a team of fans who 
want to honor our favorite video game company. And it's in keeping with 
that desire to honor Nintendo that we're now making this transition, as 
they've simply asked us to. 


The company has applauded our magazine from the start and been a 
great support to us since we've launched, providing review copies of 
games and other assistance to help us make the best magazine possible. 
They've just asked that, in order to avoid any confusion with their prior 
Nintendo Power magazine, we not have the word Nintendo itself in the 
title. And we want to respect that request. So, NF Magazine it is. 


Hopefully you haven't noticed any difference. We'll still use the word 
Force on its own to describe our staff of writers, artists and designers 
working to make the magazine happen. But I’ve intentionally left the 
name "Nintendo Force" out of this issue as much as possible in the 
hopes that you wouldn't be able to tell, and you'd be reassured that NF 
isn't taking some step back in quality just over something so minor as a 
name shift. And, officially, "NF" isn't going to stand for anything in "NF 
Magazine." It's not an acronym. It's just the letters. 


If you're confused by that point, just consider some examples from else- 
where. I’ve written for IGN.com online for nearly seven years now - do 
you know what IGN stands for? Nothing. It used to stand for Imagine 
Games Network, but that was eons ago and before a whole lot of 
business re-shuffling. Now it's just the letters, but the fact that it's just 
letters hasn't hurt the brand a bit. 


How about KFC? Again, letters only. Used to be Kentucky Fried Chicken, 
of course, but then the company wisely discerned that health- conscious 
customers didn't want "Fried" food any more, so they shrank the name. 
They tried called it "Kitchen Fresh Chicken" for a while, but that was a 
disaster. So KFC is now just KFC - the letters don't stand for anything. 


Finally, there are some other long-term benefits from just being NF, 
which is that in the future we'll have the option to bring you other 
projects that don't necessarily have anything to do with Nintendo. NF 
Publishing, LLC is the name of the company in charge of this magazine, 
and NF Magazine will continue to be its flagship product. But NF could 
very well bring you original books in the future too. Who knows? We're 
on this journey together. 


In addition to here іп the magazine itself, you'll see the NF transition roll 
out elsewhere soon as well. We've got a new website in the works that 
will live at NFMagazine.com and evolve the limited, placeholder site 
we've been using so far into a much fuller, much more content-filled 
online companion to the magazine. So stay tuned for that! 

And finally, if anyone from my high school Pre-Calculus class happens to 
read this, | do apologize. It was considered very NF to actually tell 
anyone what NF meant. And | just spilled the beans to a few thousand 
people. Sorry! 


